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The future of gaming is now. With over 20 titles-spanning a wide range of genres already 
available, the potential of the PlayStation.3 system is being realized. It all starts with 
the PlayStation.3 system's advanced microprocessor, the Cell Broadband Engine 
It’s the very thing that game developers have always dreamt about. A microprocessor 
so advanced and so powerful, it allows the PlayStation.3 system to process a multitude 
of tasks all at once. Which means the A.l. acts less predictably, creating game play 
that is beyond challenging-and beyond believable. Now it’s possible for every enemy 
to have individual A.l. and the laws of physics to determine how bullets spray and how 
explosions sound. Combine all this digital horsepower with the greater storage 
capacity and higher-definition image output of Blu-ray and you can see why this system, 
more than any other, will truly let you play beyond. Learn more at playb3yond.com. 


Video output in HD requires cables and an HD-compatible display, both sold separately. Copy-protected Blu-ray video discs can only output at 1080p using an HDMI cable connected to a device that is compatible with the HDCP standard. 
HDMI cable not included. Additional equipment may be required to use the HDMI connector. Cell Broadband Engine. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Play B3yond 
is a trademark of Sony Computer Entertainment America Inc. All names, brands and associated imagery featured are trademarks and/or copyrighted materials of their respective owners. The NBA and individual NBA member team 
identifications reproduced on this product are trademarks and copyrighted designs, and/or other forms of intellectual property, that are the exclusive property of NBA Properties, Inc., and the respective NBA member teams and may 
not be used, in whole or in part, without the prior written consent of NBA Properties, Inc. ©2006 NBA Properties, Inc. All rights reserved. 
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ONS 2 We Say goodbye to you, while you say 
goodbye to us. It's a tender moment. DON'T 
SPOIL IT. 


28\\> Dr. Richard Marks has his eye on the 
future of gaming interfaces. And while he should 
have known better, it don't mean nothin’. 


34\\> Stuff happens. Find out when. 


36\\> The games you'll be playing next year or 
whenever you get a PS3. 


38\\> Frenzied racing in the wide open. 


48\\> From the folks who brought you Pariah. 


Oh, and Unreal Tournament. 


50\\> The name says it all. 


52\\>9 It's really Srawin: on us. 


54\9 Blow in er up. How cathartic! 


SE\\> | Look at the sexy wigan. on that metal gear! 


58\\> The > fight of your life. 


98\\> All you need to know about buying an 
HDTV for that PS3 you haven't gotten yet. 
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105\\> J teubn Mewes dishes about the video- 


game benefits of working on Kevin Smith films. 
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The future is online. Come to the dark side, also known as the beautiful 
time-wasting Internet. There you'll find video footage of all the hottest 
new games, editor blogs, extra screens and info that aren't in the maga 
zine, and fancy new stories. And it’s all right there on the Web, where at 
any second your favorite editor might be on the other end of the connec- 
tion, waiting for you. 
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CONTENTS DVD 


Demo Disc Producers 


Gary Barth, Cori Lucas, Manuel Sousa, Chris Tan 
Marketing Team 
Steve Williams, Eric Lempel, Jesse Caid 
2S Executive Producer 
Sample the adventures from Peter Dille 


the film with this demo and OA 
play as the young hero who Sam Bradley, Edward Toomy 


finds the adventure of a 
lifetime is right in his own 
backyard 


Account Coordinator 
Justin Flores 
Programming and interface artwork by 


Lifelike Productions, Inc. 


Flushed Away 

Assume the roles of char- 
acters from the movie 

as you make your way 
dalxelelelamant-mer-lale[-1a0l6— 
WTaver-laelmelelaremyualiccmilelaleiare 
against the villainous Toad 
and his evil plans. 


Lead Programmers William Bohan, Ron Midthun, Avery Lodato 
3D Artists Jason Robinson, Philip Williamson, David Hayes 
President Katherine Williams 


Technical Director Tim Edwards 
SPECIAL THANKS 


Maimoona Block, Kirsten Costello, Christine DeNezza, Tom 


Gillan, Gerald Martin, Sean Thomas, Jim Williams 


DISC PROBLEMS? 


Did you buy a copy of our magazine that did not 

Uncover the mysteries of contain a demo DVD? Simply send the receipt in an 
the house, as seen in the envelope marked “OPM Replacement Disc” to OPM 
eiuids “iat oan a you ince Disc Producer, Ziff Davis Media, 101 2nd Street, San 


Monster House 
Francisco, CA 94105, with the name and address of the 
‘aT=aie]alele) marelelem send you the disc. Make sure you specify which month 
the corresponding disc belongs to in order to ensure 
FLOM i \/ XC ) Vea¢cea' nonworking demo disc, call EDS at 1-800-627-6458. They 
will provide instructions to obtain repair or replacement 
tion Super NOVA demo? ie find it on last warrants to the original purchaser of the Official U.S. 
month's disc, press left directional button PlayStation Magazine that the demo disc included is 
period of ninety (90) days from the date of purchase. 
SCEA agrees for a period of ninety (90) days to either 
to obtain repair/replacement services. This warranty 
shall not be applicable and shall be void if the defect in 


what it takes to save the store plus your phone number and address and we'll 
you get the right one. If you have a malfunctioning or 
Did ee find the Dance Dance Revolu- services. Sony Computer Entertainment America (SCEA) 
+ Square + Circle. free from defects in material and workmanship for a 
VAV/AW KG oe x repair or replace, at its option, the SCEA product. You 
must call EDS at 1-800-627-6458 to receive instructions 
the SCEA product has arisen through abuse, unreason- 


CAVA JAVIG | The highly anticipated Silent 


™~ a : ; N | | = Hill prequel will soon set able use, mistreatment, neglect, or breakage during 
SF ef | ee, | : sail on the PSP, taking us to shipment. THIS WARRANTY IS IN LIEU OF ALL OTHER 
idatem ol-selialaliace me)m tal-M-{-1a (21-8 WARRANTIES AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON 


OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES 
line, including God of War 4 (sorry, shouldn't have told ya, should we?). Sigh. APPLICABLE TO THIS SOFTWARE PRODUCT 


Well, this is it folks, the last Official U.S. PlayStation Magazine disc ever. 
Shame, too, as we had some fun PlayStation 2 games coming down the pipe- 


But we have had some terrific demos in our past as well. | mean, who can INCLUDING WARRANTIES OF MERCHANTABILITY AND 


forget the incredible demos for Shadow of The Colossus and Metal Gear Solid :. (Ol atcrel qxele la aalelacmule(-remiaelan FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED 
3: Snake Eater? How about the artful masterpiece known as Okami or the ay the PSP's first traditional, TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. 
rockin’ Guitar Hero II? Yeah, we had some fun times. tags stealth-action title from the IN NO EVENT WILL SCEA BE LIABLE FOR INCIDENTAL 
Thi th's disc i ie-themed fiesta, with a dash of Metal Gear and ~ "4% Metal Gear Solid universe UR CONSERURNTIAL DANIAGES RESULTING PRM 
ati arn ea tba i iin So a ; POSSESSION, USE, OR MALFUNCTION OF THE SCEA 
Silent Hill. 


SOFTWARE PRODUCT. 
Enjoy. And so long, fellow gamers. We will miss you. Some states do not allow limitations as to how long an 
implied warranty lasts and/or exclusions or limitations of 
Here's a game deli tclem elem dais consequential damages, so the above limitations and/or 


movie-based title inspired by exclusions of liability may not apply to you. This war- 


Christopher Paolini’s best- ranty gives you specific legal rights, and you may also 


z have other rights that vary from state to state. 
selling fantasy novel. 
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NOTICE TO SUBSCRIBERS 


You are holding the final issue of Official US PlayStation Magazine in your hands. Even though 
this is OPM’s last issue, it is by no means the end of deep and insightful news and coverage of 
all things PlayStation by Ziff Davis. 


As a valued customer of Ziff Davis, we want to make sure you continue to receive all of the 
gaming news, reviews, features and information you could ever want about gaming on the 
PlayStation platform. As such, we will immediately transfer your OPM subscription over to the 
#1 videogame magazine in America, Electronic Gaming Monthly. This transfer will be based on 
the remaining term of your OPM subscription, on a dollar to dollar basis, so you will receive 
exactly 2 EGM issues for each OPM issue remaining on your subscription (if you’re already a 
subscriber to EGM, your EGM subscription will be extended accordingly). 


This is a fabulous time in the gaming industry — 3 new consoles are now on the market, and 
with them a ton of new games. Each month, EGM will give you the information you want and 
need to make the most of your gaming time. 


If, however, you would rather receive a refund for the remaining term of your OPM subscription, 
we will, of course, honor your wishes. To receive a refund simply mail your refund request, 
along with name, address, city, state, and zip code, to the following address (and please allow 
approximately 4-6 weeks for processing): 


Refund Request 

OPM Refund 

PO Box 55721 

Boulder CO 80322-4070 


Further, at any time after you begin receiving EGM, if for some reason you don’t agree that 
EGM gives you everything you need to know about gaming and all things PlayStation, we will 
be happy to refund the remaining term of your subscription at that time. 


We've had a terrific time providing you with information, reviews, previews and in depth 
coverage of PlayStation gaming, and now we hand that baton to the editorial staff of EGM. 


CONTENTS 


is humbled by the magnificent spirit and energy 
of the OPM staff in the face of such adversity. He 
cues KT Tunstall’s Suddenly | See” as he finds 
out what everybody has planned post-OPM. As 
for himself, Tom’s going to finally answer all 
those nice e-mails from Nigeria and then set his 
clock for 2:00 a.m. so that he can find out how 


he too can make thousands of dollars IN HIS 
SPARE TIME! Suddenly, he sees.... 


will continue his career 


as a freelance ninja 


Sandwich artisan. 


Sure, it may not be as 


glamorous as OPM, 
but come.on—how 
awesome would it be 
to see your sandwich 
being made by a frea- 
kin’ ninja? Exactly! 


has really enjoyed his 

stint at OPM but thinks 
now maybe he can find 
the time to finally flesh 


out his cartoon series 


with all this extra time. 
He sends thanks to all 
the readers and demo 
players for making this 
Kiwis Job more fun. 


See you online! 


OG eEWUOITC 
S finally going to move 
to Montana and realize 


protect her from their 
claws and some ear 
plugs to drown out the 


yowls. And a lint roller. 


will finally have the 


opportunity to live his 
dream: He'll have his 
entire consciousness 
transferred into his 
FFXI character and live 


the rest of his blissful 


life in Vana diel. All he 


needs iS a scientist to 


plans to attend school 


to become an inter- 


LP 


State trucker—CB 
handle: Shiny.” Look 
for him to put 18 on the 


asphalt on the Coney 
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LICK, AENTUCKY, and UTy 


a lone IME life but t 


will no doubt return 


to professtenatdrtnk- 


tg bartending in 


between trips to visit 
his strange, foreign 
people, perched high 


atop the peaks of the 


Andes. He can see your 


Really ne can. 
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roe 


sort of hobo mailman. 


Along the way, he will 
regale anyone who 
listens about the days 
which he and the rest of 
OPM ‘took thunder and 


lightning and 


turned it 


nto an excellent mag.” 
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Skies of Deception 


TAKE CONTROL 
OF THE SKIES 


The Ace Combat® level of excellence returns in an 
all-new game designed specifically to take advantage 
of the PSP® (PlayStation"Portable) system. Enter 
into an entirely new highflying action-packed story 
that will challenge your abilities in new ways as you 


take on the role of an ace pilot defending the country 
of Aurelia. Ace Combat" X Skies of Deception brings 


all the realistic aircraft and combat to a new level 
providing intense action to any gamer on the go. 
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Brave of you to write 


In OPM #108 (September 2006), there was a 
brief review of a mech game called Yuusha. 
The review stated the game will be marketed 
in North America as Brave. | love mech 
games and would like to know the story 
behind the game and when it will be avail- 
able here. 

Mic 

via e-mail 


We reviewed the game Brave: The Search for 
Spirit Dancer, a mediocre action platform 


Vhs U 


SO many questions 


Hey, guys! | just wanted to ask you a few 
PS3-related questions that | can't seem to 
get an answer to: 

1) Is the PS3 backward compatible? 

2) If it is backward compatible, how do | 
get my PS2 data onto my PS3? There aren t 
any ports for a PS2 memory card on the PS3 
(at least that I've seen]. 

3} Will Oblivion on the PS3 be in first- 
person view or third-person? The majority of 
the shots I’ve seen are in first-person, so I'm 
assuming it will be in first-person—but | just 
want to double-check, as | haven't seen or 
played Oblivion on other systems. 

4) Will the PS3 have a rumble function? 
Any information you can give me would 
be greatly appreciated. | love you guys, and | 

love your magazine. 

Marissa Carter 

via e-mail 


oem December 


HD confusion 


| was wondering which brand and model of 


HDTV would you recommend for a great PS3 
gaming experience? 

Jeremy 

via e-mail 


Double dilemnity 


Here's the dilemma. | love Splinter Cell and 
want to buy Splinter Cell Double Agent on 
the PS2, but I'm also planning to buy a PS3 
soon—and | can only wonder, will Double 
Agent come to PS3? 

Matthew Dykstra 

via e-mail 


he PS2 is still alive and kicking 


With regard to John Davison’s Big Picture 
column [OPM #109, October 2006), I’m glad 
to see that there are still those out there 
who think the same way | do about the 
PlayStation 2. It totally still has an unfore- 
seen, positive future in store for it! ma 
late bloomer who just bought the PS2 this 
year, and | LOVE IT!!! PlayStation has gone 
from the original, gray, boring design to the 
cool, up-to-date PS2 design to the futuristic 
PS3. People have to realize that the game 
systems and games today keep getting bet- 
ter, and we [the consumers] are going to 
pay for it. 

| can go into a Best Buy or Circuit City 
and look at the rows of games in the Play- 
Station section, and | definitely see that 
PlayStation is the winner. It doesn’t bother 
me that games could go up In price, because 
| look at it as, “Sweet, dude! If this is $59.99, 
you know it’s going to be killer!” Plus, Play- 
Station has the best selection of games 
of any platform! You have all your current 
games that come out and cost between 
$39.99 to $49.99, and then you have all your 
“Greatest Hits” that are a whopping $9.99 
to $19.99. Hmmm...does anyone remem- 
ber buying the games for NES? They were 
around the same prices back then, too! 

If consumers want to bitch about prices 
of games, then they should just go home, 
buy some PlayStation magazines, read them, 
and see how far the production of games 
has come. Appreciate the technology and the 
people that took their own time to create It. 

I'm glad that | bought the PS2. It was one 
of the best decisions | made this year. 

Mikey Berner 
via e-mail 
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how they could be doing a much better 
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nad about playing games in random loca 


gaming was In my synagogue. Every Sunday 


before Hebrew school in my sophomore year 

of high school, we had gatherings of PSP 
owners. We all played Burnout Legends and 
ther games, and if we lost, we passed off 


se wi yathered around. It 
a lot of fun, and we did this with a lot of 
games as the year progressed. My personal 


f 
Liberty City Stories and brought it to play 
before class. | would stick the earbuds in 


my ears, and |d always feel bad as | killed 
trians as my rabbi walked by 
and said, st m tome. | felt pretty funny 


j ves BB L | ce. pie. a ) 
playing my PSP—specifically GTA—in my 
synagogue, and just thought you guys might 


find that humorous, too. 


U6, the staff completed the 


‘inal issue of Official U.S. PlayStation Maga- 
zine. One week earlier, on November 14, par- 
ent company Ziff Davis and its corporate part- 


ntertainment 
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stunned everyone when they jointly announced 
that OPM would cease publication after over 


nine years. Fan reaction was immediate and 


yratifyny, he nvoanashalminn moainrity 7 I) 
gratilying. [he overwhetming majority of you 


ur condolences and best wishes to 


ne ee Le ee: 
iWOougn @-Meailt and on tne mes= 


boards. Here are just a few of your kind 
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ve best audience a magazine could 


tions. Personally, my favorite memory of PSP 


YEP WE WERE PRETTY | CKED 
| was shocked to learn that your magazine 
will soon cease publishing. (Not, I’m sure, 
as shocked as some of you were, but you do 
have significantly more at stake.] 

| guess this was inevitable. Since the PSP 
debuted there has been talk of adding some 
PSP content to the magazine, but download 
able demos are more cost efficient than 
bundling a UMD in a print magazine. With 
the PS3 poised to take a similar approach 
to demos, there's no need for a demo disc. 
That's all OPM is, right? Just something used 
to get demo discs in our hands. 

Maybe it was that way at first—after all, 
one of the main reasons why | chose the 
original PlayStation over its competitors was 
the availability of demo discs, specifically in 
your magazine. 

But OPM has evolved over time to be one 
0) fl dal—m o]-s-1 em 016] o)U(er- lL elolal-w-]elelUl@rer-lanl ine pea nV lin 
or without a demo disc. Personally, | haven't 
e} t= "(Te Me e [=] aloe | |-vom lam anle)a)cat-w-] ale Merete] to | am 
be happier with my subscription. Issue 110 
was probably the best issue you've ever pro- 
duced. The quality of the articles, interviews 
and reviews made it worth twice the cover 
price. Issue 111 was pretty good too, and 
marked a change to the headline font that | 
certainly appreciate. 

OPM has changed over the past nine-plus 
years to be THE magazine for gaming adults, 
a magazine that explored gaming culture, 
giving us a grown-up perspective on our 
hobby in a grown-up format. OPM proved 
that there was a place for actual journalism 
in video game magazines, not just press cre- 
dentials to get early access to games. 

Maybe I'm not typical of your readers. | 
have every issue; | even replaced the one 
that got damaged when my basement 
flooded. I’ve also had my name printed in the 
magazine once or twice. | realize that it’s not 
your decision, and that | don't have access 
to the numbers that convinced some execu- 
tives that eliminating your publication was a 
good business decision, but when OPM goes 
away, the whole gaming community will suf- 
fer a loss. 

And while | can't change that, | did want 
to thank you all for doing such a great job, 
for being more than just another magazine. 
You ve been a terrific example of how to 
approach games and gaming for close to a 
decade, and should be very proud of what 
you have accomplished. 

Thank you so much for making OPM, and 
for having such a special place in my heart 
and on my bookshelf. | wish you all nothing 
but continued success in the future, and | 
know that you will make a positive difference 
wherever you go. 


—T=3 a) 
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AGREED: TIME TO MOVE ON 


Tan miaielere Mm comme ar-lal en elem cela elelaciare mele) aria 
excellent magazine, month after month for 
the last (nine?) years. | have been a sub- 
scriber since 1999 (still have all the demo 
discs} and | have never written to say thank 
you. | recently heard of the cancellation of 
OPM, and I'd like to say that I'm sorry. It 
crossed my mind that it’s funny what | take 
for granted, and that | don't notice what | 
have until it’s gone; or take the time to say 
thanks until the very end. 

| started buying OPM as a way to get 
game demos. | barely read the first few 
issues. The magazine itself was just a hunk 
of paper that came with the demo disc. That 
attitude didn't last long. The reviews became 
(and have been to this day] the major factor 
aime (=xeilel fate MY iat=) qe [= [nal-1-m mele )’me) axe le]am a ele’A 
The previews got me excited about what 
would be coming, and the recent interviews 
with industry folk have become my favorite 
Varo Rit aciat a-y-lomct-Yetd(e)aMer-ii (lam calsmer-)(clalel-1 

Without OPM, | probably never would have 
played Rez, Kinetica, Katamari Damacy, Ico, 
or countless other games. 

I'm really sorry to see OPM go. Sony 
seems to have made a lot of odd and 
unpopular decisions in the last year, from 
the price of the PS3, to the number of launch 
units available, to the court case that led to 
the closing of Lik-Sang, to the shutdown of 
OPM. | could be angry with or bitter at Sony, 
but it wouldn't do any good. | could say that 
lL boycott Sony, or that | won't buy a PS3, 
or that | won't buy new games, but it wont 
matter. 

There are plenty of people out there who 


OPM General Discussion 


AO Unn erp rite 


Piease DO NOT create threads/posts that are off the topic of the board in 
on a game board! 


Aiso please don't make more then one thread about the same topic/game 
(Read before you post.) 


THREAD 
Gy 


a 


ie 


Ps OOM December 


will buy a PS3, and Sony knows it. 

The past is, though, the past; and | need to 
Kolo) quod g(-m ie) a0] n-mam ccm e]ge)e}-10]\Vare[-1ar- I-10] obs 
scription to EGM. Maybe I'll see some of 
your writing there. Good luck, in whatever 
comes next for each of you. I've enjoyed your 
work in the past, and I'll be sure to look for 
your names [and faces- *_*] in magazines 
to come. 


y 


SADLY, ITS TIRUE 

Is it true? No more printed issues of OPM??? 
Please say it isn't so. Where will | turn; what 
will | do without your shining beacon of 

Ufo] ah acolo U](el-mnat-maalaelele| alee] angal-melt-1aalela-le)| 
games, movies, accessories and countless 
media out there related to the PlayStation? 


Please tell me OPM will live on...please. 


HS OK TO-CRY 
It truly pains me beyond words to find out 
that OPM is no more. In fact, to a large 
extent you folks feel kind of like family or 
war buddies. Once the news sunk in that 
OPM was gone, | ended up balling my eyes 
out for a good hour like a little sissy boy 
and | am usually rather bottled up too. This 
feels just as bad as any of my grandparent's 
funerals. 

| wish to thank you all, each and every 
single last one of you at OPM [past and pres- 
ent) for everything you have done in the past 
nine-plus years. | shall be forever indebted 
to you all for the great writing in the reviews, 
previews, etc. and for all the fond memories 
and the bust-out-laughing moments. Your 


f OPM MESSAGE BOARDERS, WE 


SALUTE YOU! 

From yelling at us for anything from 

review scores to demo disc contents 
to debating the fine points of the PS3 


launch or EAs true commitment to the 


PlayStation gamer, the OPM message 


boards [at boards.1up.com) have been a 
(oe) alsie=] ai aeciele| mer-me) mi alice) maat-)ale)ammele| alelom 


haya celapmage\sidm-le(elam-)alem-selelelalc-ialaal-iaie 


to the editorial staff. In tribute, we pres- 
ent here a comprehensive list of every- 


one who has ever contributed to the 
boards. A big special thanks to Adam 


Burnett, a.k.a. FinalFantasyRuler88, for 


pulling this list together. 


magazine has truly touched me. Ladies and 

gentlemen of OPM, | tearfully salute you all! 
| shall dedicate each and every moment 

of my PS1, PS2, PSP, etc. game-play to all 

of you. Now, | will go onto FFXI & set off in- 

game fireworks in honor of OPM... 

Mr. Donald V. Losel, Jr. 

Via e-mail 


THANKS FOR LISTENING TOO 
After listening to the last radiOPM, it finally 
hits me that OPM is really going to be gone. 
| started reading OPM around issue 61, 
the Kingdom Hearts cover, toward the end 
of my middle school years. Throughout my 
entire high school career, I've been devot- 
edly reading OPM and subscribed and 
re-subscribed over and over again because 
(o} i dal=mi Co) bez alelceiamece)'(-1e-[0|-melm- lumenal ialer 
PlayStation, the amazing layouts (Burnout 
Revenge, FFX-2 and MGS3 come to mind] 
and some of the best reviews | have ever 
read (SpongeBob SquarePants: Battle for 
Bikini Bottom review was so great that | 
used it as a Journalism 1-2 finals project). 
Because of this, OPM has been a major 
Tak=)e)[e=} 410) am ce)emaat-melal-l-l[alem-)ac-1em [elem ar-lel-iag 
fom dal-ms ole}ialandar- lan maa mele ag-ialcuvar-]e)°\ziale mice) 
San Francisco State University to be closer 
to OPM headquarters. It’s like a master 
finally parting with the apprentice. | would 
like to say thank you to the entire OPM staff. 
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You're tasked with commanding the most feared fighting force on the planet. With 4-player co-op campaigns that reward teamwork, new weapons and 
: an intense, relentless enemy that’s smarter than ever before, you'll be challenged to the fullest at every turn. The battle awaits, the mission is clear. Now 
the only question is: have you got what it takes to stand alongside the best of the best? 


Wwww.us.playstation.com WWW.Seal.navy.mil www.socomeseals.com 
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OMBINED ASSAULT 2. Xetie PM PlayStation® vem vour win 


SRGABEANG ONES PLAY IN- ODOURS: 
SOCOM: U.S. Navy SEALs Combined Assault ©2006 Sony Computer Entertainment America Inc. Developed by Zipper Interactive, Inc. “PlayStation” and the “PS Family logo are registered trademarks of Sony Computer Entertainment 
® Inc. “Live in Your World. Play In Ours’ is a registered trademark of Sony Computer Entertainment América inc. Online play requires Internet connection, Network Adaptor (for PlayStatione2) or PlayStatione2 with internal network 
connector, and Memory Card (8MB) (for PlayStatione2) (each sold separately). Online icon is a trademark of Sony Computer Entertainment America inc. The U.S. Navy provided technical support, but does not officially endorse this product. 
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Here he is! The man who was first in 
line to buy the PlayStation 3 at the 
Metreon in San Francisco...and one of 
the first to put it on eBay. 


During the morning of the launch, the 
crowd was getting restless as shown by 
these two gentleman reenacting scenes 
from their favorite fighting game. 


People were doing a variety of things 
to pass the time, such as play Nintendo 
DSs and PSPs, but mostly DSs. 


Free food and coffee was provided to 
those in line, making the wait a little bit 
easier for everyone. 


) 

Some brought along all of the essen- 
tialls to brave the elements, including 
umbrellas and tents. 


6 
This guy is cool. 


7 

Sony Worldwide Entertainment presi- 
dent, Phil Harrison stood overlooking 
the crowd during the concert held just a 
few hours before launch. 


This man won a golden ticket while 
waiting in line. This magical ticket 
scored him a free PS3 and the adulation 
of many. 


There's no particular reason why this 
picture is here other then to illustrate 
the point that the line outside the 
Metreon looked like a refugee camp. 
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How online will change the way you play and pay 


4 


The days leading up to the PlayStation 3 launch were filled 
with many questions—the one most important being how 
was Sony going to compete with Xbox Live? It wasn’t until 
literally weeks before the launch that Sony took the wraps off 
of one of the PlayStation Network's most important features, 
the PlayStation Store. ‘We knew that it would be important 
to sell digital content, including media such as movies and 
demos, says John Smedley, president of Sony Online Enter- 
tainment. We wanted a service that handled content the 
way we thought it should be handled, so the fact that you can 
download stuff that you buy on five separate machines—it 
was all basically how we thought it should be.” 

That kind of “how we want it” attitude also applies to the 
pricing structure of content in the store with Sony announc- 
ing that just about everything found within the store would 
cost $14.99 or less, but Smedley is quick to point out that 
third parties, or any developer for that matter, won't be held 
to any particular price point within that range. Even though 
we re Sony, Sony Online Entertainment is a third party and 
though Phil [Harrison, president of Sony Worldwide Enter- 
tainment] announced that content will be within that range, 
we could either go higher or lower [in terms of the price that 
Sony sets for its own games in that range],” he explains. 

“We look at the marketplace—we look at 360 games and 
Web-based games for pricing. It’s looking at what the market 
will bear and I'd like to tell you that there's all this complex 
research that goes into it but it's as simple as this—we're all 
gamers. We all know what we're willing to pay for games.” 

Sony approached the online gaming component with a 
similar idea of making it accessible from every possible 
angle whether [you're] a person making games or a person 
playing games. There's a master friends list on the PlaySta- 
tion 3, and games can take advantage of it in different ways,” 


Smedley says. Some games may ignore it completely, but 
most will integrate it directly into the game, so if someone 
messages you, you can pause the game and talk to that 
person. There's also voice chat and video chat, so all of that 
is there. We also chose to use Xfire [for Untold Legends] to 
talk to people in-game. Sony's open system allows different 
services to be used on the PlayStation 3.” 

But the most integral feature of the PlayStation Network 
is the universal login. You need to have it,” says Smedley. 
“Nobody wants to keep typing [in a different login for every- 
thing]; it’s just as simple as that.” Of course, there are other 
key features as well, particularly the library feature, which 
lets you redownload games at any time. There are also plans 
to incorporate a feature that will let you purchase something 
online and then tell your PlayStation 3 to download that con- 
tent, so that it will be ready to go by the time you start using 
your PlayStation 3. It could happen in the future,” Smedley 
says. We could do it know if we wanted, but that’s why the 
library concept is so powerful. It’s designed to support that 
but whether or not they decide to support that remains to 
be seen.” 

In fact, the PlayStation Network has been designed to 
allow for quite a wide variety of features that simply aren't 
possible at the moment on competing services such as Xbox 
Live. Sony doesn’t have a 50MB Xbox Live Arcade limit. 
Sony's letting publishers do what they want,” says Smedley. 
“We're making an MMO that won't be distributed at retail, 


and we believe so strongly in it that it will only be made avail- 
able online. Some companies may choose to go this route for 


some games. It wont be the majority, but some will. It won't 
completely replace Blu-rays, but for some games it lends 
itself really well.” 
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OO In a previous interview, it seemed like you were 
getting burned out on games, but it seems like you're 
much more excited as of late. Do we have Calling All 
Cars to thank for that? 

DQVIO DAFFS God of War took a lot out of me, more 
than | thought it would. It took me a lot longer to fall in 
love with the idea of making games. | think what ended 
up happening was that, when | took over as creative 
director in Santa Monica, that job got so busy and | got 
SO preoccupied with doing the job that | lost the time to 
play a lot of games and enjoy them as a game player. 
Over the last five or six months, I’ve started to make 
time. I've seen what’s been coming out [for all of the 
platforms] and fallen in love with games again—that 
along with Calling All Cars, which is a game I've wanted 
to make for a long time because It’s like the arcade 
games that | grew up with. As a creator, that’s some- 
thing else that has reenergized me. 


©2™ Does it seem ironic that you're developing this 
old-school arcade game for the most powerful con- 
sole we've seen to date? 

DO There are two things to be aware of. The first is that 
we re actually putting a great deal of power into Calling 
ll Cars. It's using the Warhawk engine. It’s 60 frames 
per second, and splitscreen 1080p, so it’s pushing the 

machine. The other thing Is that, just because we've 
chosen an old-school direction to take, that doesn't 
mean the graphics dont look really sweet or that the 
animations aren't really cool. It’s deceptive because 

t looks really old-school at first glance, almost like 
something you could do on the NES. But the visual 
quality and the effects in high-resolution could only be 
done on the current generation of hardware. 
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As a designer, it’s the kind of thing Ive wanted to 
make. | know a lot of people get seduced by the amaz- 
ing graphics of the PlayStation 3. That's not what keeps 
me up at night and that's not what gets me excited to 
come into work. It really doesn't matter how a game 
looks because if it isn’t fun, it isn’t important how good 
it looks because |'m bored. 


©©M How are games like Calling All Cars going to 
change the industry? 

DO | would love to see, and this is a best-case scenario, 
these kinds of games and services become our version 
of Hollywood's independent film niche—games that 
arent looking for mass budgets or audiences but they 
have a need or desire to be played. Hopefully, we ll be 
able to nurture and build audiences that are looking for 
heaper games and quicker games to more innovative 
nd interesting games. Businesswise, those games 
ont have a home in the retail channel that they should 
r could. We can now have the blockbuster movie ver- 
sion, which is the $460 Blu-ray game, and then we can 
have these smaller and sometimes more interesting 
games as well. 

The worst case is that it ends up being shovelware 
and nobody really gives a s*** and that in two years 
there ends up being nothing [worthwhile] on any of the 
systems. | dont think that’s what's going to happen 
when you look at the success of Xbox Live Arcade and 
Steam. This will be looked at as a major advancement 
in the way people play games and the types of games 
people play. 


So ©: iF 


©POM Are these kinds of games going to bring in that 
larger audience that plays Zuma ad nauseam on the 
PC? 

DO | dont know about that. | don’t know how many 
people who are Zuma fans that are going to run out and 
buy a PS3 in the first year or even in two years. | think 
there is a large percentage of hardcore gamers that 
will buy the PlayStation 3 in the first years that are not 
only interested in the 30- or 40-hour epics, but they re 
also interested in gameplay, whether it's a bigger game 
like Resistance or a smaller game like Blast Factor and 
Calling All Cars. Hardcore gamers just like good games. 


Op™ Will we eventually move toward a complete digi- 
tal distribution model? How do you feel about down- 
loadable content? 
DO There are a few categories. There's downloadable 
distribution of smaller, less expensive games and that’s 
an amazing space for developers and gamers to play 
in. | don't know that I’m able to articulate how incred- 
ibly exciting it is as a gamer and a designer [who has] 
designed in the same vein as the classic arcade games. 
The concept of simple pick-up-and-play games on a 
console Is one aspect that’s going to continue to grow 
and be exciting. My goal is to have the games that we 
have in the PlayStation Store stand neck and neck with 
the big Blu-ray games for game of the year awards and 
fan adulation. | want the games to be just as compel- 
ling and successful. 

As for full retail downloadable games, that is the 
future. There are very few people except for maybe 
EB or GameStop who would deny this, but even those 
guys are trying to get into the market with download- 
able PC games. Whether we see that in the next year 
or next five years has to do with how long it takes to 
download a game and how much hard drive space you 
have, but it's absolutely on the way. Look at Half-Life 
2 on Steam—that was a successful first step. [Look at 
music.] It’s such an antiquated idea to go into a store 
and buy a CD. Most people | talk to download their 
MUSIC. 

The other thing, microtransactions—you have to 
be really careful. It can come off as greedy. You have 
to be smart in the design of it. You have to make sure 
that the business model [works]. For example, if they 
were to give away a bare-bones game and you can go 
in, ike a buffet, and design your own game by picking 
and choosing the elements that you want—that doesn't 
bother me if the core game is cheap or free. From a 
design standpoint, we, as gamemakers, like to think 
we know best and that we know the best ingredients 
for making a great gameplay experience. The stuff that 
| dont like is the stuff that feels cheap—like having a 
gameplay advantage because you spent more money 
on content. That's really bad and.it's really bad if you 
spent $50 on a game and the game companies are 
asking for more money for the complete experience. 
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About a year ago, | wrote about my opinion that, 
Taavelalem al-maat-lalvme)dal-1em dalialer-mdal-M ed -\\eo)¢-] 4(0] a mOM Co 1 
meant to be—a game machine, a Blu-ray DVD player 
(and market expander)—one of its other functions 
was to be a_ stealth computer.” That is, a fully func- 
tional PC in the shape of a gaming console. As most 
of you know by now, this is no longer opinion: The 
PS3 has its own Linux distro from computer company 
Terra Soft: Yellow Dog Linux 5.0. 
What does this mean? Simply that most of the 

‘of- K-}(om dal aye |-m\elemor-] ame (eM '/1 a -i ed Om (010 J ae)0] (ol ol-m-]0](~ 
-to do with your PS3. If you have your PS3 hooked up 
online, you'll be able to get on the Web with the Linux 
version of the Firefox browser and get your e-mail 
with the Thunderbird mail application. With Open 
Office, you'll be able to do word processing, spread- 
sheets, and other appallingly businesslike tasks. 
Terra Soft promises YDL 5.0 users will be able to use 
all sorts of preexisting programs built to run in Linux 
SO, as practical matter, nearly everything you can 

do in Windows or Mac OS X you should be to do on 
your PS3... as long as you have a certain amount of 
tolerance for the homebrew wonkiness of the open- 
=o] Uimer-merelaaleleldiare miele tem 

Should you care about this? Well, | think that 

depends on how geeky you are. | think true Linux 
geeks—the sort who have a penguin tattooed some- 
where on their bodies—are going to be really inter- 
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Or ae 


ested in this; this is a way for them to get a closer 
look at the PS3 Cell architecture. But even nongeeks 
fool U] Ke Mal avem Gali-m-lamial<-1a-s-1dlale Mla) di nelalaal-ialemelalel cq 
Linux for the PS2, which was the realm of the true 
dorks, this Linux distro is meant to be used by nor- 
mal humans, which is to say it’s meant to look famil- 
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for true Linux | 
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lar to people who use Windows and OS X. 

It also means that some of the online activi- 
di =s-m ol 10) 0) (Melo melam dal-timmee) gal elelc-a-mer-]amaal(e]e-]¢-m ce) 
their TVs (or back to their TVs, for all those folks 
who spend hours watching Colbert Report clips on 
YouTube}. Basically, you should care about this to 
the extent that it has the ability to consolidate your 
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online activity. If all you want to do is play Resistance: 
Fall of Man, then it’s no big whoop to you. For those 
of us who do lots of things online, it has the potential 
to be very big indeed. 

Who should really care about this is Microsoft 
and PC manufacturers, particularly those who make 
lower-end home computers. Microsoft needs to 
worry because every minute a kid spends in the 
Linux environment on the PS3 is a minute they learn 
to live without Windows—and that’s behavior that 
will make a difference when those kids buy dedi- 
of=} (To Move} an) olU](cig-m-lalemel-lelle(-maar-lae-1anl-l am dat-lame(ct-lt 
with Windows’ security problems and price, they'll 
just install some version of Linux, the price of which 
ranges from free to cheap. Given Sony’s competition 
with Microsoft in the games arena, | don’t imagine 
Sony minds the possibility of substantially cutting 
into Microsoft's OS market share one bit. 

For PC manufacturers, the issue is this: Most 
folks these days who have a game console probably 
also have a PC. But if the PS3 can perform all the 
basic functions of a PC—web browsing, chatting, e- 
mail—well, what do you need the PC for? The $600 
PS3 is expensive game console but a dirt-cheap 
basic computer. The PS3 isn’t a threat to the high 
range of the PC market, but if | were eMachines or 
Dell, I'd be worried about the PS3 eating away at the 
bottom of the PC market. I'd be really worried. | 


Qe 


qrntstestntennn Ty >. 
FT 
43; 
oe > 
oA 
= x 
AS LA S 


[Nag Nite} 38 = Ce) \(o)-2 Nib) -¥-Vei I) leds inline /-N Nie) (eo) * Le) (ed = 
WHAT IS WRITTEN AND WHAT WILL BE. ee 


Luke fon Fabre, sole heir to a family of aristocrats was kidnapped seven years ago, and the shock left him with 


no memories of his life before. He has since led a quiet, boring life within the family’s residence, learning little. 


of the world beyond the palace walls. Suddenly thrust into the outside world, Luke is caught in the workings of the 


Order of Lorelei, keepers of the prophecy known as the Score. No longer sheltered by the palace, Luke must get 


along in the confusing and often hostile world. He knows nothing about those who might be his friends, or those 


who already are his enemies. He has not yet noticed the evil that is drawing close to him, 


T 


® 


LAS! Alcohol Reference 
Fantasy Violence 
Language 

Simulated Gambling 
Suggestive Themes 


CONTENT RATED BY 
ESRB 


©KOSUKE FUJISHIMA 
Tales of the Abyss"™&©2005 NAMCO BANDA! Games Inc. “PlayStation” and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association, All other trademarks and trade names are the properties of their respective owners. 


PlayStation. 


ae Pits 
vs 9 © 
47 84 0amadge 


oe 


We p uldn’t be surprised that 

people are using their PS3s In s that Sony 

never envisioned. Perhaps they didn't envision 
10 one thought 


Alternate uses for the PlayStation 3 


Byte-sized news 


The PlayStation 3 brings people 
together! During the launch of 
the system on November 17th, 
there were several reports of 
violence, including pellet gun 
drive-bys and armed robber- 
ies. Guess people just want a 
PlayStation 3 that bad. In other 
news, eBay auctions of the 
system haven't been as out of 
control as originally was antici- 
pated—some legit auctions had 
the system selling well over 
$2000. As of press time, most 
[Ulead le) alm ar-\Z-m ae) aalome (ew amcem tal 
$1500 and below range. One of 


Game Envy 


Viva Pinata 


We've talked about how we 
wish Animal Crossing were on 

a PlayStation system, and now 
that Microsoft has Viva Pinata 

(a sort of AC plus Pokémon plus 
Sims plus pinatas game), we're 
covering similar ground. Viva 
Pinata, more than AC, is the 
perfect kid-friendly game. Yes, 
it looks and feels like a kids 


Playstation Bits 


idat-met-]aal-s-mpaley-iam oy-re) el (-melelelel alt 
a PlayStation 3 for will be 
shown in the next few months. 
According to Phil Harrison, 
Sony’s just about ready to take 
the wraps off of Killzone for the 
PS3 and finally put to rest the 
debate as to whether or not 

CUT Vaal dt-mer-]amr-lolali-\.- mi dal-m tere |e 
quality in the target video shown 
at E3 2005. Finally, the site 
known as iSuppli disassembled 
a PS3 and priced the individual 
components. So how much does 
a PS3 really cost? $840.35! See, 
$600 isn’t that bad! 


game, with the bright colors 
Tale mm pal-1.<-m'el0] ame r-] ae (-1am e)a-24 0 
and your pinatas happy’ vibe. 
But once you accept the harsh 
reality of selling your beloved 
pinatas, or creating weird farms 
for sacrificial and capital gain, 
VP stops being a kids game and 
becomes a game for both the 
12- and 32-year-olds. 
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EVERYONE 


: a a tour of Clover 


Studio for OPM [and 1UP], which was a privi 


lege few Western journa las S—If any—have 
ever had. It's even more amazing to think that 


now, only a couple of months ee 
Studio no longer [Funnily enough 
ther will OPM after this issue! —Ed.] 
apparently decided it wasnt efficien 
port what was ostensibly an ven Sea 
developer within the corporate campus 
: aches, Janae, Themtaie tenement 
stated that, centralizing all the resources 
rather than running two companies’ was in 
the better interest of the publisher. Of course, 
this independent” developer was comprised 
of industry heavyweights like Atsushi Inaba 

eki Kamiya, and Shinji Mikami, who were 
nsible for games like Resident Evil, Steel 
Battalion, Vie y Cry, Okami, 


ex | S t< So. 
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wtiful Joe, Devil Ma 
and God Hand among on 
None of these gentlemen will have a hard 
time finding work Tatcen Tit iS olre 
tracted to Capcom to wo 
ing games}, but it’s interesting to think that, 
while | interviewed Inaba and Kamiya one hazy 
afternoon, these guys probably a 
on their way out. When 


ady con- 
rk on some u DCOM 


/ Knew 


they were with 


“ OOM January 


naba then, he wore a brave face, discussing 

he future of Clover Studio at length, statin 
that they d like to rest somewhere between 
developers like Dream Factory, which put all 
ts Pian nt vee in one basket, and Q 
Entertainment, which takes on perhaps ma 
Small projects, but risks losing Its identity 
in the process. I'd rather stay in the middle 
where we don t have the risk of one game 
destroying the stu as. | but where 


reta 


stance, 
believe Ir 
des 
ketin 


all, 


in 


our identit 
were his 
vaba knew whe 
spite the critical a 


g push, Okami was 


exact words 
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cclaim and the mar- 


a notable failure 
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‘'t make 
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a dent in the 
xtreme discounting 
the game finally mana to break the 


40,000 “0 mark. For a system [the PS2] 
that tens of millions of pei ese pee ple own, 
sales of anything under 100,000 are c 

ered dismal. You can chalk that up 26 
servative buying of c 

who only buy se 


- licensed crap lik 


ries, or manga-based games (One Piece 


Se 
Naruto, et cetera al, | Dl it, more importantly, tt 
ser to the 


Wiles many sport 
coaches only to give them the broor 
end when they ve failed 
ship, upstarts like Clover 

short time to prove their worth 


Ss teams, 


to WIN a CNeé 


Cc 


Studio 


> boot. The advent of these teams 
ed to signal a new era In Innovation ¢ 
ame design, but at the end of the day they 


were roped back in, absorbed and assimi- 


lated. | understand that theres a bottom line 
n this competitive industry, but | think that 
the closing of Clover is lousy for the future of 
gaming, and bad for gamers in general. 


who usher in new 


Developer Atsushi 
Inaba in the Clover 


offices during the pro- 
duction of Okami. 


If you can't get enough 


of the inimitable James 
Mielke—and frankly, 
we're pretty sure you 
can't—head on over 

to milkman.1lup.com 

to hear more about 

his zany adventures 

in Japan, his life as a 
model, and his musical 
tastes. Be sure to take 
special notice of his 
unbridled hate for San 
Francisco, as well. 
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|QOM Why don’t you start off by talking about your 
educational background? 

ID. CICHACD MASKS My educational 
background—to go way back, in elementary school 
and high school, | took everything | could related to 
computers that my school offered. And then | went to 
college to be a computer scientist and found it kind of 
dry, actually, and switched majors to aerospace engI- 
neering and avionics, which was still using computers, 
but doing other things with them. 


| OOM And what exactly is avionics? 

IM Avionics is like the electrical and control 
aspects of aircraft and spacecraft—guidance systems 
and things like that. And then, after | got my bache- 
lor’s degree, | didn't really want to enter the defense 
industry, which is what most people with that degree 
do—or they join NASA or something. | joined.the 
space robotics lab at Stanford, but | ended up working 
in the underwater group, which was within the space 
group, so | worked on underwater robotics. The PhD 
thing is a lot like what we do here in the research lab. 
It's a lot of making up a question and then trying to 
answer it. A lot of the effort, really, is in making up the 
question, not the answer. Trying to figure out an inter- 
esting question is probably half the work. 


| OOM How did you jump from underwater robots to 
Sony? That's quite a leap. 

IM | can connect the two, but only in hindsight. It’s 
not like { did all those things so that | could some- 
day work in the research lab at PlayStation—but In 
retrospect, it makes sense. All those things In robot- 
icS and avionics and aerospace, they re all kind of 
systems-engineering things, actually. And they all 
involve managing complexity and having lots of differ- 
ent kinds of things. People like that tend to be good at 
a lot of things but not super-expert in anything. And 
that’s kind of how | am, and that’s kind of how a lot of 
game developers actually are, too. You have to have a 
little bit of knowledge about a lot of different 
things to put it into the games. And so the 
way | actually went about It was | joined a 
Start-up after | graduated doing camera 
tracking of people for videoconferenc- 
ing. And before that, in school, | was 
doing it for underwater robots. Your 
specific question was how | got into 
this work—I saw the PlayStation 
2 at a Game Developers 
Conference. | ve always liked 
games, and | just went to 
the Game Developers 
Conference for fun. | went 
to the keynote and saw 
the PlayStation 2 unveil- 
ing, and | really was 
excited about it, and that’s 
why | put my resumé in. But 
lve always been interested 

in games and wanted to work 
for a games company, but | 
didn't find a way to do it until 
then. 


| OOM So, since you had the experience with camera 
tracking, did you immediately start on EyeToy when 
you started with Sony? 

|M When | saw the PlayStation 2 unveiled, the thing 
that struck me about it was how good it would be at 


‘m pretty sure most people in the audience weren t 
thinking about using it to do that. But that’s what | 
thought: Wow, that’s probably a unique opportunity 
for me, because that’s the way | would think about 
doing something with it. What would happen If | did 
plug a camera into it and tried to do things that way?” 
And so | presented that. Actually, Sony called me 
in—just to talk to me, | thought. They asked me, What 
would you want to do if you were here?’ | told them 


“| DIDN’T REAL- 
LY K | WAS 


that was the kind of stuff 1d want to do. | didnt really 
know | was interviewing for a job, but it turned out | 
was. | thought they were just trying to talk to a local 
Stanford person or something. 


| OOM That's gotta be a nice surprise. 

ICM Yeah, well, it’s weird, because | wasn’t looking 
for a job, actually. | had a good job, but then | had to 
make a tough decision: | have a good job, but | could 
go to a dream job. So! decided on the dream job. 


| OOM What do you do? What are your daily respon- 
sibilities? 
|M | used to be a manager of a group called 
Special Projects, which was kind of a catchall 
term for anything” or nothing,’ depending. | 
enjoyed that because it gave me a lot of flex- 
ibility. The kind of people who were in the 
group, though, were physics-simulation 
people and user-interface people. 
So, really, that’s mostly what we 
focused on. But we did do a little 
bit of graphics and a little bit of other 
things, too. But now I’ve moved into, again, a 
different kind of role than | had before, which 
is more into the research. Now |'m a senior 
researcher, so nobody reports to me anymore. 
But the thing that’s good about my job Is that 
my boss does empower me to do the kinds of 
things | want. If | had to do his job, | never be able 
to do anything that | do now. He empowers me to 
get other things done. 


|QOM Do you prefer being on the nitty-gritty side, 
more the hands-on, or do you prefer the manage- 
ment stuff that you were doing when you were still 


in Special Projects? 

| M | prefer to be hands-on, personally. | think that 
its more the mold that | was cut out of, | guess. And 
everyone always says that if you want to accomplish 
big things, eventually you have to involve more people 
and be in charge of them. | still try to involve more 
people, but | don't prefer to be in charge of them. 


| OOM So, as for what you did with the Special 
Projects stuff—our experience with you is primarily 
through EyeToy. Is there anything more than you did 
that you dont get credited for as often, or were you 
pretty much just focused on the EyeToy stuff? 

IM Most of the EyeToy work was before the Special 
Projects group was formed. | was an individual 
researcher doing work with camera Input, and then 

| went and worked with the guys in London [who] 
eventually productized the EyeToy. And then when | 
came back we formed the Special Projects group. At 
that time, our mission was to start doing specification 
work and simulation work for the PS3. So we started 
cutting our teeth on the things that were really bleed- 
ing-edge. There weren't even chips available; we were 
working with simulators. They were a thousand times 
real-time speed, and one-thousandth as fast as real- 
time speed, so it was really hard to work tn that time. 
We had a small group of about six of us, and the end 
of all that, the most visible thing, was the demo we 
made at E3 2005, the duck demo with the water and 
the bathtub and the cups of water. So that was our 
group s final product. And the real goal of it was to 
try to act like a prototyping group that’s going to go 
through the same things a game-development team 
would go through, but go through them as quickly as 
we could and try to find all the issues with it and try 
to feed back anything we learned to the game devel- 
opers. So we presented our postmortem of it at the 
PlayStation developers conference. 


| OOM So you guys were like the canary in the mine? 
IM Yeah, basically. That’s right. And at first, our 
focus was only on the physics and interface side. But 
then, since Sony decided they wanted to show it at E3, 
we rapidly brought in as much graphics expertise as 
we could to up the level of graphics. The guys on the 
team, that’s the thing | was most impressed about, 
because we didn't really have a graphics group.” But 
they learned as much as they could about graphics in 
a short time, and we found the right people who did 
know, who were experts, so that we could do all the 
refraction and reflection and caustics and things like 
that in the water. 

Another thing that the Special Projects 
group—since we did get a lot of experience with the 
PlayStation 3 quickly, there was a lot of system soft- 
ware that needed to be made, so the math libraries 
and things on the PlayStation 3, we wrote some of 
those in our group. A little less glamorous, but very 
important. 


| OOM It seems like you're still sort of an ambassa- 
dor for EyeToy; you were giving demos for The Eye of 
Judgment at E3, and so on. Are — you still working 

with EyeToy as the senior 
researcher, 


‘OPM January 


> ga, 
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or have you moved into different 
areas? 

ICM | still think that a camera 

iS a great input device. | ve tried to 
broaden my scope a littte bit and not just 
be the camera guy,” but it stillis kind of 
my passion. That's one of 

or most interesting inter 
things 


f 
faces, that we can st 

with that we havent done yet. When | first got 
here, all | did was generate zillions of minidemos that 
would show all the different things you could do with 
the camera, and the London group eventually picked 
up on some of them and productized them. But we've 
touched a tiny percentage of all the things that could 
be done. They picked the ones that were the most 
robust and reliable and fun that they could come up 
with, but | think there are still a bunch waiting in the 
wings to do. 


O 


|OOM Why do you think those things haven't really 
been picked up? When the EyeToy came out, everyone 
was talking about the different things that you could 
do with it, and it seems now that the only way it’s 
being used is mapping your face onto characters with 
the Cameo system. 
IM Well, there are a couple of things, | think. The 
first thing Is [that] the EyeToy, in some estimation, 
s vastly successful. But in another estimation, only 
10 percent of the people out there have one that 
ave PS2s. So if you're going to make a game, If you 
make it all about EyeToy, you're reducing your mar- 
ket tenfold. It might be a more captive market, but 
still, it's a business decision for some people that 
they say, We'll add optional EyeToy support with the 
face-mapping, but we re not going to build a game 
ound it yet. So that's one reason, | think. Another 
eason is that some of the things we do, we can do 
na lab really well, but it's hard to do in an unknown 
home with somebody who doesn't know anything 
about cameras. They just want to turn it on and have 
t work. The London guys did a good job of making 
that pretty easy for what they've done for people to 
do, but some of the other demonstrations I’ve made 
nvolve a little bit more good lighting in the room. And 
it's hard to explain to somebody what good lighting’ 
s and things like that. So | think It’s almost my side of 
the job to come up with metrics so that | can explain 
to the product people, This is the way we can get 
people to do these new things that involve a little bit 
more restriction. Sol think you ll see some of that. 
The other thing is the camera itself. We made a very 
ow-cost camera for people so that it could be mass- 
produced, but 
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then it restricts the quality level you 


T 


can achieve at that price point. Cameras 


S have gotten 
a whole order « 


of magnitude better since then. So if 
we made a camera now, it 


would be so much better 
than the one then, for the same price 

a whole lot more new things that we 
excited about that. 


.S0 we can do 
ay. That's why |'m 


| OPM At the Tokyo Game Show when they were 
showing The Eye of Judgment, they were showing this 
miniaturized EyeToy. Was that just a prototype? 

IM Yeah, we have a prototype camera that we're not 
really discussing the specs on just yet, but The Eye of 


ll do-new 


Judgment uses that cam- 
era. We ll talk more about it 
after the launch of the PS3. 


| OOM Do you think that the power of the next- 
gen systems will allow you to do more amazing 
things with the EyeToy? 

IM Yeah, totally. The next-gen system makes what 
we can do with the camera input completely differ- 
ent. The previous generation had a lot of horse- 
power to-do things—we ended up using a lot of 
the system power if we were going to process 
all that video. Now it’s a small percentage 
of the system power to do the things 
that it took all of the PS2 to do. Now 
we can do that as a tiny background 
task on the PS3. And if we decide 
to devote a lot of the PS3, we 
can do completely 
new things that we 
couldn t even touch 
upon before with 

the PS2. For example, 
labeling of the parts of 
your body, knowing where 
your head Is, even which 
direction you re looking in, 
those kinds of things that we 
could never do on the PS2. Also, 
the resolution of the camera Is 
higher. So we can handle a bigger 
mage, basically. There are just a lot of 


concepts to get enabled when you can just do a few 


new technological things, and we ll definitely be able 
to do those. Can't talk about more, because the PS3 
coming out Is a big, huge, exciting thing for us, and | 
don t want to mix the message too much. 


| OOM This is kind of an interesting thing now that 
with the PS3 and the Wii as well having these motion- 
sensing controllers. Do you think that enhances the 


power of the EyeToy, or does it overlap too much? 
Does it take away from the EyeToy experience? 

IM I'm really excited about the Wii and about our 
motion-sensing controller input stuff. | think it’s going 
to make for a lot of new experiences. | don't think 

that it detracts from the EyeToy in any way. Actually, | 
feel in some ways, it kind of is sending the signal that 
t was a good thing to have done the EyeToy. People 
want more variation in the way they input data into the 
system. | dont think they think about it as “inputting 


data,” but that’s how | think of it. [Laughs] 

And | think, for me—I'm very biased, of course—but 
to me, when you change the interface, it completely 
changes everything. At home, | have t | 
we have all sorts of games. My son just turned 7 
last night, actually, and the present we gave him 

is just like the game Simon, if you remember 
that, except it's a wobble-board. You stand 
on it and lean in the direction you want to 
pick the c gameplay, 
except that it's a completely different 
game, because you re leaning. | think 
that's amazing—just that one change 
completely changed the whole game 
to me, yet it’s still the same code, 
almost, inside the chip that’s doing 
the processing. It’s just that the 
interface has changed. For me, the 
interface is huge. With the EyeToy, 
one of the limits we had before was 
the cord on the controller; you didn't 
really want people jumping around 
and holding a corded controller. So 
removing the cord is a great thing; we'll 
have a cordless controller that you can 
jump around with and do other input with. The 
fact that we know your motion from the fact that 
you re jumping around and now through the motion 
input. Those kinds of things are going to be exciting 
to do mixed things with. Also, | think with the motion- 
controller stuff, a lot of the obvious things will happen 
first. And they'll be very fun—flying aircraft with it or 
navigation by tilting the controller, but | think there 
will be some more subtle things that people haven't 
really thought about before that'll get done. And that's 
what | think will really be exciting to me, is when 
some game that you couldnt really do before is done 
because you have the motion input. 


color. There's no new 


| OOM Do you think the capability now for developers 
to create these smaller games and market them and 
distribute them digitally, do you think that affects the 
way that people think about games from the develop- 
ment side, that same way you were talking about with 
rethinking the interface? 

IM | definitely think it does. We've had a lot of con- 
versations around here about it, in fact. Sometimes 
there's an idea, but it’s hard to think of a two-year 
development project and a huge effort being put 
around it. But the idea's still a good idea that you 
would love people to be able to try and play; having 
this easier distribution mechanism for a smaller piece 


of content, | think that’s great to be able to have new 
ideas happen that way. Also, you can use it almost 


vi 


as a way to try out an idea. You might build a single 
level around something and put it out there, and if 

it gets huge acceptance by the consumers, then you 
make more. You realize that’s what people want. | 
think you ve Seen a little bit of that happening in other 
places, where some of the things people put out there 
are not very well received, but 
acclaim. You know you've done something right. If 


some of them get great 


you have to wait two years till the development cycle’s 


over for that, it’s too long. So | think you will see a lot 
more innovation happening because of this 
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When you re not playing games...or working 


_ 


bolU] a oWmn Car-]@r-]e-]manmanl(elalm@el-m-lalareyyialemcomal-t-] an ial-ia) 
me (eke Mol aman dar ma alelmaliale mm eleiar-\7-1ameglelele|amyelema— 
forced to shower on a semi-regular basis and can't 
sit in your pajamas all day, there are benefits to 
being a corporate goon. For instance, money. And 
then there's the pleasure of working with other 
corporate goons. Well, OK, so maybe it’s just 
money, but we’re down with money. Money is good 
FT ave m=] ake)” Z-mvZelU Mm com olU)adaliale somal ¢-mel-laal-\-m-]ale mele) A(-1—) 
and robot ninjas. So if you haven't tried the whole 
job thing yet, remember: OPM heartily endorses 
employment! 


Easy Cheese 


Cheese food product, glorious cheese food prod- 
uct! After all, there’s nothing that lends the final je 
ial-mct=] ome [0() mi Cole- Im 06] a\el aime) mel al-laal(er-] tm aar-l-1ee[-1e-le [ale 
as cheese than a little aeration from a spray can. 
Eat it, make sculptures out of it, squirt a little out 
up by your nose to gross out your friends—the 
entertainment possibilities are endless, and all for 
less than five bucks. 


— 


For those of you who are in the sort of situation 
where you might be trying to conserve funds, here is 
our inexpensive recipe for a little enjoyment. 
1. Find a baby in the 6 to 12 month age range. 
2. Make noises. 
3. Watch small child try and imitate said noises. 
4. Don't think about the fact that you're so hard 
up for entertainment that you're making noises 
F) arm of-] 0) AN's' 0 -M o] me) ey-]e)Nmnal-L dlale mie lame) a alenyy 
ridiculous you look. 


Johnny High Ground 


Now that Joe will have, er, a lot more free time on 
his hands, expect to see more thoughtful power-pop 
dU] a\-s-m oe) e) e}iave Me] omelamal-maalel-y(om-11(-M[am-jale)a me) ge(-1m 
Stick it to The Man by supporting fully home-made 
music! [And you don’t even need income to do it: 
Downloads are 100 percent free!) And the next step: 
touring. You heard it here first, people. 


Craigslist 


Whether you're Keke) aTare) for a 1976 30-foot Win- 
nebago camper; want to let the world know you're a 
sassy, tall bartender who's available for private par- 
ties; or are advertising that garage sale your wife is 
making you have to get rid of all those back issues 
of ROM Space Knight, Craigslist is your buddy. You 
can find anything you want here—in fact, sometimes 
they even have listings for jobs. If getting a paycheck 
is the kind of thing you like, that is. 


Libraries 


Just because your parents and teachers endorse 
them doesn't mean that they suck. Libraries are 
awesome resources filled with books (another 
thing that doesn't suck just because it is authority- 
endorsed) that teach you to do all sorts of things. 

p (ol iror-]a Wm (<x-] mala nle)a m=] ole] arece) aa) (om olele) << Hal a-t-1-1-] gel) 
the migratory patterns of ocelots, or even figure 
how to put together a resume! Best of all, it’s free. 


THE FIRST GREAT DRIVING GAME FOR THE NEXT GENERATION 


EVERYONE 
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it’s that time of the month! 


MONDAY 
1 Happy 2007! Oblivion for the PS3 is 
supposed to be available today—what 
a nice way fo ring in the new year. 
8 National Clean Off Your Desk Day. 
The OPM staff celebrated this on No- 
vember 30, 2006. 
15 Martin Luther King Day. Honor 
this man. College Hoops 2K7 appears 
on stores shelves. 
29 Yippee! It’s former OPM Editor-in- 
Chief Tom Byron's birthday today. 
Maybe he'll take the day off from 
work. Er, check that. 


TUESDAY 
2 Celebrate Science Fiction Day 
(honoring the birth of Isaac Asimov) by 
singing along with Karaoke Revolution 
Presents American Idol for the PS2. 
9 Two PS2 games! Arthur and the 
Invisibles (the demo is on this month’s 
disc) and Backyard Basketball 2007. 
30 Level 5’s Rogue Galaxy ships for the 
PS2. Yay, we can’t wait fo play as Luke 
Skywalker again. 


WEDNESDAY 


3 National Write to Congress Day, a per- 
fect time to remind our political leaders 
that issues like Iraq and the national 
economy are more important than 
legislation against videogames. For a 
pinch of irony, pick up The Warriors and 
Pimp My Ride for the PSP. 
17 Judgment Day. Yep, that’s today. 


THURSDAY 


11 The February issue of OPM would 
have appeared on newsstands this 
week. The cover was GTA4, Halo 3 and 
God of War 3, all for the PS3. At least 
that’s what we had planned. 
18 No games shipping this week. Just 
be happy you survived Judgment Day. 


FRIDAY 


12 Alpha Dog and Arthur and the 
Invisibles come to a theater near you. 
19 Janis Joplin born this day in 1943. 


SATURDAY 


6 It's Bean Day! As in “bean nice know- 
ing all our awesome readers!” 
20 Born this day? You’re an Aquarius. 
Not that there’s anything wrong with 
that. 


SUNDAY 


7 Join us as we celebrate Not Going to 
Take It Anymore Day, um, starting now. 


ao January 


AP A 


s 


When you open a pack of Magic, you're opening a world of options that go far beyond a mere game. 


, a 
You hold the keys to a community of players just like you. 


Every pack of Magic: The Gathering® 
PE 4 i “<t 
The ticket to play in tournaments in town and around the world. | . : 


And the chance to grab your share of over $3 million in cash and prizes, handed out every year. 


. 


Find out what over 6 million Magic players already know: It’s one game with many opportunities. 


Download a demo at 


playmagic.com A, JA. the Gathering” 


All trademarks are property of Wizards of the Coast, inc. © 2006 Wizards. TRADING CARD GAME 
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| Sony CEA Evolution Studios February 


MotorStorm leads the wave of fresh new ideas hitting your PS3 
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with the ticket system we throw them a curve- 
ball every now and again to take them out of 
their comfort zone.” 

Once an event [some with humorous names 
like “Massive Damage” and Giant Enemy 
Crab") is chosen, then it's on to selecting the 
vehicle. Each vehicle class initially starts with 
two to three vehicles, with a handful of paint 
jobs per vehicle. Sony CEA San Diego Director 
of Production Jim Molinets points out that af- 
ter release, Sony plans to make new paint jobs 
and tracks as regular, downloadable additions 
to MotorStorm. After choosing a vehicle, game- 
play itself is pretty simple: navigate the course 
R trigger is gas, L trigger is brake/reverse, 
and X is boost] and beat the competition. Boost 
is a quick way to gain speed, but it also raises 
temperature—which makes your vehicle blow 
up if youre in the red for too long. At higher 
level races, where the Al is ruthless in its rac- 
ing, success means you have to start using the 
boost smartly to get through the course rapidly 
Molinets himself is known to use the hand- 
brake to drift into tight turns and then boost 
instantly to make up the lost ground. 

Designer Jed Ashforth elaborates on the 
player-centric Al: “Generally the Al in your 
run-of-the-mill racing games is there to do 
one thing: beat the player. With MotorStorm we 
wanted the Al to be there to entertain the player 
as well as be competitive. Think of it this way: 


OOM Janua LV 


E> 


regular racing games try to simulate a real 
race, whereas our approach was to simulate a 
Hollywood script of a race; bigger, louder and 
with plenty of action to keep you entertained.” 
In a live run-through of the game, | noticed 
the Al exhibiting two unique acts not seen in 
other racing games: deeply-held grudges and 
a sense of fear. Grudges, in that other racers 
will remember things you do to them, and act 


accordingly. Cut off a car too many times, and 
he ll weave his way around other racers to 
smack you. Sometimes, this hatred overrides 
their judgment; sometimes the Al will sacrifice 
a winning position just to mess with you. On the 
flipside, the Al knows when it cant win a fight. 
One time, while driving a big rig, | pulled up 
behind three bikers—jamming on the Square 
button results In a massive blaring of my horn, 


and afterwards, | noticed the bikers turn their 


heads, see me, and then scattered to get out 
of my way. Other subtle touches include bikers 
and ATV riders demonstrating rude gestures 
with their fingers as reactions to being over- 
taken, or female riders sashaying their derri- 
eres to mock you when they zoom past you. 

Another aspect of the Al is tied to the track 
design itself: the Al knows how to effectively use 
the vehicle it’s driving. One gameplay tactic Is 
to watch where the Al drives. Knowing the ter- 
rain and vehicle type, the Al finds appropriate 
routes that you can also exploit {for example, 
seeing bikes veer off to a tiny crevice, or seeing 
large big rig tracks ina pit]. The fact that the Al 
is mindful of its ride makes Ashforth conclude, 
“In terms of technical criteria, the hardest part 
of track design is making sure there are routes 
that play to the strengths of every vehicle. Bal- 
ancing has been a real headache, but we knew 
this from the start.” 

It wouldnt sound like it, but indeed, Motor- 
Storm ultimately centers on filth. How the filth 
gets kicked up onto your paint and gets caked 
on, how your tires react to treading through 
said filth, and how the other drivers and rid- 
ers react to the filth and how they try to use 
filth against you. It remains whether players 
will indeed consider MotorStorm a flagship title 
like Harrison said it is, but until then, we can 
all agree that MotorStorm is the filthiest game 
on the PSS. 


OMLING 


Lead Deeigner 
Kershaw says, ‘The 
sky's the limit with 
online play. We really 
want to give players 
the freedom to ex- 
periment with combi- 
nations of vehicles 
and tracks. That's 
part of the differen- 
tiator between online 
and offline play. With 
offline we're pre- 
senting the player 
with a series of chal- 
lenges for them to 
overcome. Whereas 
online is more about 
"OK, now you've 
seen the game the 
way we intended it, 
how would you like 
to stick 15 big rigs 
in The Grizzly?’ It's 
about adding depth 
to the game without 
making it a separate 
experience.: 


WATCH HIGH-DEFINITION MOVIES 
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«FULL 1080P HIGH DEF PICTURE” 
SUPERIOR SOUND QUALITY 
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Gaming legend Gunpei Yokoi’s addictive puzzle masterpiece is 
Gonneet i Ga.of various tes in | : brought to life by the creative minds of GQ Entertainment. 
never ending combinations! , GUNPEY”™ is re-imagined as two unique interpretations of 
Unlock 40 vibrant skins and pulsating 2 : 2 dazzling music, color and frenetic action - each custom tailore 
music tracks! - : for the PSP® (PlayStation®Portable) system and Nintendo DS’ 


Six modes which include Challenge, a 2 Pick up this modern classic just in time for the holidays! 
10x10, Time Attack and Wireless VS. 
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Think of this, gameplay-wise, as a cross 
between the bike and a buggy. It has 
the maneuverability of the bike with the 
multi-terrain capability of the buggy, 
plus, like the bike, the rider can punch a 
nearby rider with the Square button. 


OIG MG 


The good news: they re big and heavy. That 
means that they can pretty much barrel 
through any obstacle (while every other 
vehicle would have to weave around] on 
most any terrain. The bad news: they're 
big and heavy, so they are so...very...slow. 


OUCGGY 


A good off-road vehicle that excels at zip- 
ping around the sand and other non-tradi- 
tional surfaces. The fact that buggies are 
mostly frames and wheels and not much 
else translates into a crazy suspension 
system that makes for very bouncy rides, 
especially in first person view. 


MOTOroiKke 


The most maneuverable [a lot of mem- 
bers in the development team favor the 
bike because of this], but also the most 
fragile of the vehicles. Bikes impart a 
good sense of speed, and can navigate 
most of the tough terrain in The Festival, 
but a good tap from any of the other ve- 
hicles could result in a crazy crash. 


MUD QOLUCGC6r 


A lot like the truck, but more suited to 
navigate harsh mud. While other vehicles 
will spin and swivel around in the mud 
helplessly, the mud plugger, well, plugs 
onward. 


FACING CFUCK 


A sort of compromise between the big 
rigs and the rest of the lineup. The truck 
is hefty enough to smack most of the oth- 
er vehicles, can handle a good number of 
the other terrain types, and is more ma- 
neuverable than the big rig. 


rouly car 


The closest to a classic racing vehicle. 
The rally car is, by far, the fastest vehicle 
in the lineup [making this another devel- 
oper favorite], and one of the most ma- 
neuverable. But the rally car has trouble 
with rough terrain. 
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THE HELGHAST ARE BACK 


And they're taking hostages. Set out on an impossible mission to save them. Use the Ae : (SQ e 


terrain to your advantage, as you navigate the battlefield from a new third-person 


perspective. The Killzone war rages on. Exclusively for the PlayStation’ Portable. L [ =| E- R yan + | O N 
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Okay, time to eat crow. 
| thought MotorStorm 
was running at 60 


frames per second be- 
Cause it was running so 
smoothly. Whoops. Moli- 
nets confirmed that Mo- 
torStorm runs at 720p 
resolution and locked at 
30 frames per second. 
“This isn't Burnout or 
Ridge Racer, we dont 
need to show intense 
Speed at 60 frames, 

he commented.. 30 
frames is fast enough 
to impart the sense of 
speed necessary, and 
slow enough for players 
to notice the details of a 
track. The lack of 1O80p 
comes from the need to 
sacrifice performance 
to push that resolution. 
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\ The last time we saw Tenno, he had on some sort of goofy future helmet on. 
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Hayden Scissorhands 


WHOSE IDEA IS THIS? 


Originally announced in 2004 as the 


first [albeit uns genera 

ion game in de , Dark Sector 

an original ooetinne f Digital Extremes 

the London, Ontario-based developer that 
debuted with Epic Pinball. Digital Extreme’s 
resume inc elie s the groun dbreakin gFrSs 
Inreal oped with Epic], the Unreal 

: spin-off franchise, and F a riah. You 

could say that A ia Extremes has first-hand 


knowledge of first-person gaming. 


WHAT'S THE IDEA? 


“eed its Impressive track record, Digital 


Extremes Is breaking from its award-winning 
form ils oy creating Dark Sector as a third- 


person shooter, relying on the Unreal Engine 
to drive the game mechanics, In the game, 
you ll play as Hayden Tenno, an te rative 
born without the ability to feel pain 
rld defect Known as congenital nsensitiv ity 
2 pain or congenital ans hal who | IS Sel : on 
an assassination mission. Tenno's body has 
been mysteriously [even to him] infe cted with 
yarasite that mutates his right hand int 
a sort of oversized ninja-disc blade (calle a 
Glaive}, and so the simple government agent 
has been imbued with superhuman abili- 
ties, which Digital Extra mes calls “Evolution 
powers. There are reportedly three types of 
Evolution powers that we're betting change 
over time. Digital Extremes views Tenno as 
a sort of superhero, but of the ambiguous 
and brutal variety—think more Punisher or 
Wolverine than Captain America. 


100) 


Dark Sector's meni Setting is the c rumbling 
former Soviet nation of Lasria in the near 


future where Meentens is the rule, not the 
exception. With his Glaive, Tenno winds his 
HUD way through bombed-out streets, 
ing his blade-hand Surgically precise 
lose-up and range attacks. Because the 
ive IS actually ap on al part of Tenno, 
it works like a boomerang, retu 
after an oftentimes bloody head-removal. If 
ve IS Separated or damaged, Tenno 
can reform it. ‘The Glaive can al 
properties of certain power sources in which 
it comes into contact. For insta 
a shot at a light, smash the bulb, and then hit 
it naae, pom; the Glaive to fizz blue, 
tesla coil, and resulting in a more powerful 
weapon that causes wider damage. Similarly, 
he can throw the Glaty fe at fire, causing it to 
t into flames. Remember, Tenno doesn’ 
eel any pain, and a specially built skin-like 
armor prevents damage. While t 
elements cannot be combined, the Glaive can 
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the Glaive 
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also be used as a sort of tractor beam to grab 
ee Nay objects, such asa " * source, and 


the Glaive can also be combined with conven- 
ONS, a grenade for iolenee 


WHY DOES THIS MATTER? 

Dark Sector is coming from a fairly reliable 
veloper and it’s been in esis ment for 
S, SO we expect the games 


| gt M0 be © good lta also looks fantas tic, as 
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WHO'S IDEA IS THIS? 

Balls. Big, enormous, gargantuan granite boul- 
ders—Edge of Reality, an Austin-based independent 
developer, must have a pair the size of Texas. How 
else could a team best known for ports anc 

games hope to take on the likes of Metal 

and Splinter Cell? Their PS3-bound stealth contender, 
Cipher Complex, has been funded in part by the profits 
the company made from games like Over the Hedge 
and Shark Tale. Are they f***ing crazy? It’s not like 
we re a Studio of bumbling idiots who've never made 
a game before,’ says Thomas Cc creative director 
for Cipher Com . The EOR team has been biding its 
time, Saving up cash for a one-time, risk-it-all go at 
an ambitious, original game. 


WHAT'S THE IDEA? 

After looking into several ideas, they stumbled onto 
one they thought w bs yund a hole in the 
stealth genre, says Coles. Stealth games are pretty 
much hide-and-seek. What we really wanted was 
something fast-paced and brutal. In a nutshell, a 
stealth game for action gamers.” 

How do you speed up the cautious pace of a sneak- 
around stealth game? By slowing down everyone but 
the player. Cipher Com implements a slick time- 
Slowed dash that allows Agent Cipher, the game's 
Montana-born badass, to fly around the room at the 
speed of a bullet, too quickly to see. Though limited 
by an adrenaline meter,” the dash move gives play- 
ers the freedom to be bolder than stealth games have 
traditionally allowed. If you get spotted coming around 


a corner, the dash is a quick save, allowing you to 
reach cover quickly and avoid detection. And when you 
just need to kill every unlucky bastard in the room, the 
dash Is perfect for closing the gap between predator 
and prey. 


WHY DOES THIS MATTER? 

When Agent Cipher does close said gap, Cipher 
Complex looks like an entirely different kind of game, 
more Ninja Gaiden than Metal Gear. With brawler 
combat complementing stealth gameplay, this might 
be the game that finally unites slow-and-steady steal- 
thers with fast-and-twitchy actioners. Finally, while 
going toe-to-toe with Sam and Snake is a good way 
to get yo ss whupped, these Texas underdogs are 
carrying a big 
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Become the Hidden Leaf Village’s most notorious ninja 
student and work together with your team — Sasuke, 
Shikamaru, Neji and Choji - using their unique skills to 

defeat cunning and deadly enemies. 
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Unleash the power of the Nine-Tailed Fox Spirit, 
combine attacks to create new combos and 
perfect your skills while you strive to uncover the 

many secrets of the Uzumaki Chronicles™! 


A ninja must be cunning as well as fast and 
powerful. Customize Naruto’s strength, stamina, 
special attacks and more to create new abilities 
that will give you the edge in battle. 
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LOOK, KIDS! 
ONLINE! 


For information on 

multiplayer—includ- 
ing who you get to 

play—check out the 
January 2007 issue 
of our sister maga- 
zine EGM. 


WHOSE IDEA IS THIS? happens 


When developer Starbreeze Studios wa: helping communicate the sense that maybe 


wrapping up Its last project, it saw that the the Darkness is not really something you want 
omic book property /he Darkness (published to have possessing your insides 
by lop Cow) was available. We got a lot of As tne level we aw DOOted Up, Jackie wa 


opportunities to do things like contemporary immediately confronted by one of the deni- 
military shooters for PlayStation 2, but that’s zens of this other world, a soldier whose face 


lains lead designer has been scarred from innumerab 


not really our thing,” exp 


Jens Andersson. [he Darkness was a really ries. After Jackie shot him, he cc 
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perfect mix of what we wanted to do and what —_—‘ the ground, but a few minutes later, he pieced 


1 ability 


Starbreeze.- enemies, devouring also allows you to 


WHAT'S THE IDEA? drop enemies down bottomless pits, which 
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by an entity Known as the Darkness, whict guns, blow themselves up, and destroy light 
endows him with great powers. The story sources}. You ll know you ve hit a darkling 


traces his struggle with both his uncle and Summoning point when you see sparks shoot 
vith the Darkness, which he qu tarts tc ing out, say from a light or a loose fuse 
€alize IS NOt Sometning that 1S good. A 

The game takes place in two different envi- WHY DOES 

onments. The primary setting is present-day Starbreeze has en that Ca 


New York City, but a good deal of the game do excellent work based on licensed prop- 


takes place inthe Otherworld,” an alternate erties with its last game, The Chron 
dimension |modelec | = Riddick: Escape from Butcher Bay—it's just that 


World War |} that is the | tion gamers might not know that since 


ye title was only on Xbox and PC. And the 
comoination of Stor CraZy environments and 


unique mechanics Is unlike anything else out 


there riqht nov 
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worla In flames 


Dropping the mother of all... 
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WHAT’S NEW SINCE THE LAST GAME? 

For all of you ordnance fetishists out there, 
the MOAB Is making its appearance in Mercs 
2. While those guys are busy salivating, for 
the uninformed, a MOAB is short for Massive 
Ordnance Air Blast” bomb [the colloquial 
version is mother of all bombs”} where it’s 
Supposedly the largest and most powerful non- 
nuclear bomb in the U.S. military. In fact, when 
videos of a MOAB blast are shown to civilians, 


they tend to incorrectly identify it as a nuclear 
explosion. Yikes. 

Besides having a massive weapon of wan- 
ton destruction, players can now rescue and 
Capture people. So now all the destruction 
courtesy of things like the MOAB, vehicles like 
the Endriago and the La Rana [the former is 
an attack helicopter, the latter is a beefed-up 
APC}, and weapons like antiaircraft missiles 


(also known as MANPADs, for Man-Portable 


Air Defense System] can be balanced by sav- 
ing civilians or capturing hostiles. Another new 
gameplay tweak that complements the destruc- 
tion is the acquisition of fuel. While you won't 
need to worry about hitting up the gas pump for 
a jeep or a tank, you do need to obtain the fuel 
necessary for an airstrike before calling one in, 
so if snagging a barrel of oil is hard work, you 
better make that airstrike worth it. 

The other big news ts the presence of 
“modern pirates.” Which gets us thinking a lot. 
We hope this doesn't mean a bunch of guys 
burning DVD bootlegs. Do modern pirates still 
hoist the Jolly Roger and make people walk the 
plank? Do they replace cutlasses and pirate 
pistols with machetes and Magnums? Do they 
drink grog or Captain Morgan's? It’s mysteries 
like these that occupy our minds when we're 
simply told that pirates are in the game. 
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Snake's on the plain! 
y 


How about pretty much ing? New of int 
camera angle [not only does it have MGS3: sald aailes 
Subsistence s third-person view, but it s 
to have an over-the-shouldet 
sions of characters 
old! Raiden is ac " ernetic 
y hiding in his t I), 
mouflage 
2en revamped 
to feel more natural a i eens — thar 
select a color scheme from a menu, Snake's 
Octo-Camo 
whatever he 


you, they may not even have the old exclame With this title often be ng cited as the killer 

tion mark—the animation and Al will just app that will get hardcore ¢ ie | 

naturally clue you in to how they're now clu down their ¢ s for the PS3, yea > think 

in to your presence. $0. it 2 seems like this Is truly the conclu- 
SIO g 1e Metal G 

HOW DOES IT PUSH THE PS3? to make Metal G 
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WITH THE SANYO PLV-Z5 HIGH 


A 2X OPTICAL ZOOM PROJECTS 


IMAGE 


WHY MAKE ANY SIX FOOT FOUR LINEBACKER PETITE? 
iS TRUE-TO-LIFE. 
SUPERIOR 


CONTRAST HOME PROJECTOR, EVERY BIG PLAY 
IMAGES (THAT’S ALMOST 3 YARDS) FROM A MERE TEN FEET AWAY. 
IN- HIGH-DEFINITION CRYSTAL CLARITY: 


EIiGHT-FOOT 
BRIGHTNESS PROVIDES YOU THE ABILITY TO SEE EVERY. HIT 
THE INDUSTRY’S FIRST TWIN-IRIS SYSTEM BOASTS CRISP, BRIGHT PLAY:BY*PLA™ 


WITH A THREE-YEAR WARRANTY, WE’VE GOT YOU COVERED. 
THEN LET THE GAMING BEGIN. 
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The real king of fighters returns 


Vanessa Williams 


The biggest addition to Virtua Fighter 5, aside from the 


WHAT'S NEW SINCE THE LAST GAME? 


ramped-up graphics, is the two new characters—Eileen and 
El bly quick and nimble. Her stan- 

dard combinations are very powe 
dox, making It difficult to predic 
it high or low. Her a 
opponents pretty fast, making 


Blaze. Eileen is incredib 


al d a little un ortno- 


Q) 


Sarah Bryant 7 Lei-Fei 


strikes are going to 


speed also a 


r to get the drop 
) do a quick run- 
1to a Combination. 


é y quick, but for Virtua 
Fighter fans, he can be best described as an essentially 
| 


f Wolf. In fact, he 


A J % 
El Blaze, a luchador wrestler, is equal 


verful, version o 


style is pretty unpredictab 
) get quick combi 
an opponent can launch a countere 
tt es anot eat 
home version of Virtua Fighter 5 that’s been sort of present 


Lau Chan = | Kage-Maru Ye moment, ther 


At 


In the arcade version found around Japan where commen- 


tators actually call the match. A 


a commentary feature into the PS3 version of VF5 where 
color commentator will 
hats going on in the match. But don’t expect 
level of NB 


will just give somewhat general descriptions of 
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Style commentary. 
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HOW DOES IT PUSH THE PS3? 
f anything, Virtua Fighter 5 will serve as a showcase for the 
technical awesomeness of the PlayStation 3. The character 


models look absolutely amazing and they animate much 


am 


D 
—+ 
(om of 
MD 


iny previous Virtua Fighter to date. Plus, all of 


le environments look equally great and have plenty of nice 


/ water, which flows and reacts realisti- 


y with fighter movement. There are also all kinds of cool 
cloth movement and other subtle effects that really shine 


on an HDTV. 


Fortunately, VF5 will use other aspects of the PS3 hard- 


ware as well, namely online play. We haven't seen it up and 


running quite yet, but online play should be pretty interest- 
ing for a game that requires such precise movement and 


pressing of buttons. 


IS IT STILL RELEVANT? 


You bet. The Virtua Fighter series has always 


as one of the most finely tuned franchises 
the fifth game in the series, incredibly 


and more balanced than ever before. Of course, it may 
rot have the mainstream appeal or ever 


e 
“as, the fekken series has enjoyed over the years, that doesn't 


change tne fact that Virtua Fighter essentially represents 


the cream of the crop for the hardcore fighting fan. 


Roi Umenokouj Akira Yuki 
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So far, there have been two landmark PSP titles go hole Mitta pende pot, hedge done Initia 
Lumines, for being the launch puzzle game that justi- just knocking out and dragging enemy soldiers back 
st ane PSP's GTA ( 


: ng tidbit tha 
Fe c “5 in one missio can ‘ead about right here ir OPM is jus 
ome SC have other reamne ecouritt different parts of the map ruitment mechanic goes: You can 
4 rie pi st ihe which can unlock Bik ons that earn extra if F yOu Rreaeddneh ; 
action. Not o ) \ ak arour d fight du items or p el whe u play them self. ses like Python (a big 7 { 
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What th mina]. A bizarre thing 


A MUCLEAR-ARMED ROGUE ARMY 


THREATENS TO TURN. THE COLD 
WAR TitO A. BLAZING HOT One. 


INFILTRATE, FIGHT, AND DISMANTLE 
A MECHANICAL MONSTER. 


TARE SNARE On HIS - LATEST 
MISSION IN THE SEQUEL TO MGS3: 


SNARE EATER OR BATTLE YOUR 
FRIENDS ONLINE In ECRCLUSIVE 
MULTIPLAYER MODES. 
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Rogue Galaxy 


There are RPGs besides Final Fantasy? 


Final F ant 
rom the ever-so 
tor of t the Dark Cloud games 
Jragon Quest VIII). 
is full of what you can expect 
9 production. Fantastic 
“combat [you have three 
yur party, and while you 
ontr ‘ol one, you Can give basic com- 
nds to “in other two], a frog that upgrades 
apons by eating them, and a weird 
ne dpi you catch, then raise, and 
Space bugs In space-bug gladiato 
ie naments. And no load times to boot. 

Even if you re one of those crazy gamers 
who imports games from the other side of the 
world, there re a host of changes being made 

he U.S. version. Random chain attacks 
(now called Burning strike 5} are now not ran- 
dom-—you pick up special 5 (Burning Orbs] 
that fill a meter: din : ed, | 
can execute the Burnin 
OU Can a¢ tt 
ther U.S. tweaks include a n “" net, new 

me altera- 


Sony CER + 


God of War ll 


The last great PSe game? 


Without a doubt one of the PS2's most shin 
ng moments was when a beam of light would 
break through and reflect off Kratos whirling 
blades as he diced and sliced his way through 
enemies like a Benihana chef hyped up on 
a triple-shot latte with a side of Benzedrine. 
God of War quickly won a sigan in the 
theon o “best PS2 games ever” lists, which 

t a Sequel w 
announce 


ise more gorgeous ¢ ellent eter 
maneuvers, and a who - new set eat dastardly 
villains who are meddling in the lives of any- 
one in their v 


: Kratos realizes pretty 
nortality status does 
eing toyed with, or 
even shaire illed. He gets dispatched by ene- 
mies, e up In He and spends the rest 
of thet deating up dudes in an attempt 
to hen out yn earth lor in heaven] was 
behind th Jh, and he also gives a shout-out 
to his 5 IN Sparta lisn't it cool when 
pane editors get all street?}. 
What we dont know but predict courtesy 
oF ine infallible Magic-8 ball: Kratos fights his 
way up Mount Olympus, meets Ae; with Shaun 
White and the SSX duders, decides that rage 
thing is so 2003, and DEO RTeS a snowboarc 


y Cry and God of War, 

game—a prequel to the 

mbia Pictures film starring Nicolas 
urning-skulled hero and set 


ebruary 16—brings a burst of 


aredevil Johnny Blaze, 

who tragic eals his soul to the satanic 
Mephisto in exchange for saving his father 
from cancer—only to then see his father sud- 
denly die a different way. Duped and pissed 
off, Blaze becomes the Spirit of Vengeance, 
a.k.a. Ghost Rider, a demon with a conscience 

ly powers like super strength, the 

ty to shoot hellfire from his hands. the 
penance stare [which inflicts the pain ands 
fering that the target has caused onto others 
back to him] and chains of vengeance for both 
ranged and up-close-and-personal combat. 

loped by Climax Studios (ATV Offroad 


‘y 4), Ghost Rider's action is set entirely 


in hell, with some pretty intense fighting, 
hordes of hell-spawned enemies 
battles, and Road Rash-style motorcy 
main ride) sequences. 2K also promis 


unlockable bonuses like the Making o 

Rider and the Art of Ghost Rider. And you get 
to hear a weathered and wisened Sam Elliott 
repeatedly say There you go’ in the power-up 


screens. Awesome. 
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Star Wars R=) fale! WAN fe laver= 


A Twi lek, a priest, and a droid walk into a bar... 
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One-year anniversary of the 10-year anniversary 


Hey, are you sick of PS2 ports that have 
the required 30 percent content difference 
when appearing on the PSP? Well, don't 
dismiss this title then, as Star Wars Lethal 
Alliance \s actually a new Star Wars game 
built specifically for the PSP. The story ts 
pretty straightforward: Dic or your fellow 
Star Wars-aholics ever wonder how che heck 
Princess Leia got the plans to the first Death 
Star? Well, this Twi lek named Rianna Saren 
and her droid Zeeo did the legwork in obtain- 
Ing the selene You get to take your twin-tailed 
head to many of the major locales within the 
Star Wars lore, and in said locations, you 
engage in third person collaborative com- 
bat.” This is fancy Star Wars speak for you 
control the Twi lek, and dent nally use her 
droid for puzzle and combat purposes. Uses 
or the droid include: a grabbing point for 
platforming puzzles, a sort of wall-climbing 
bumper car for when you ride him along mag- 
netic portions of walls to get somewhere, or a 
hacking tool to open doors or disable security 
tems. You can t use him as a weapon per 
se, but he does have his uses during boss 
battles, such as one with an angry rancor 
where you make him fly into a rancor’s mouth 
in order to choke the ans allowing you a 
moment to shove a grenade down its throat 
as Zeeo flies out of its mouth [yikes]. 


Apparently, 10 years ago, it was perfectly 
acceptable to release a third-person action- 
exploration game with no camera control. We 
were all hunky-dory with letting the camera 
follow the character with no input from us. 
What the hell were we thinking back then? 
Anyhow, that is one of the many ae 
“tee made to Jomb Raid 
NVeErSary Te 
t done w C C 

Lea Yes , games have officially joined the 

make i that the movie industry has 
ntazed nany a trail with see The Depart ted, 
Srarkacs, ‘Ki ing Kong, Battle Beyond the Stars 
all 67 Ring movies}. Tomb ) Rai der: Anniversary 
maintains the same basic structure and feel 
of the angina, but with t 
range from the obvious—su¢ 
the subtle ‘ 
faster than s he chet ac ck i In 1996. By that she 
has a playable grappling men a tool that 
was just a cut-scene toy in the first game. 
Additionally, moving from a grid-based sys- 
tem to a more natural control scheme means 
that while the puzzles will still feel the same, 
they ll also be more challenging. An example 
a puzzle where Lara finds cogs to attach toa 
massive machine—you still run around to find 
cogs, but now there are more /R: Legend- 
style platforming elements present. 
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Challenge accepted! 


of that one night 


Think of Puzzle Quest as the result o 
vnen Bejeweled had a bit too much to drink and ended 
hooking up with that | the fantasy turn-based 


uU p Narlord 
strategy games for the PC] casting sultry glances her 
l 


way from the corner. You choose a hero 
or wizard—and 


able options are knight, warrior, druid, 

then travel around the map, getting quests, fighting 

emies, and using your experience points to level u p . 

pells and abilities. The cool part comes in battling, | m4 re te] 
Se wee Seine : ph Day 

vnicn takes the form of a Bejeweled-like grid. Different = iP baa re eh 
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>h then allow you to cast spells; purple stars gain 


you XP; coins add to your gold supply; and skulls deal Sh ™ 
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amount of XP from the experienc 
back in and try again. This is one 
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68\\> Need for Speed Carbon 
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71\\> Fight Night Round 3 
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71N\X9 Tiger Woods PGA Tour 07 

72N\> Call of Duty 3 

72\\> Mobile Suit Gundam: 
Crossfire 

74\\> Genji: Days of the Blade 

74N\> Marvel Ultimate Alliance 
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76\\> Phantasy Star Universe 
78\\> College Hoops 2K7 
78\\> Sega Genesis Collection 


78N\\> Thriliville 

80\\> SOCOM U.S. Navy SEALs 
Combined Assault 

83\\> Karaoke Revolution 
Presents: American Idol 

83\\> Singstar Rocks 

84\\> Naruto: Uzamaki Chronicles 

84\\> Superman Returns 


86\\> ATV Offroad Fury 4 
86\\> Family Guy 
86\\> Reservoir Dogs 
88\\> Avatar: The Last Airbender 
88\\> Xiaolin Showdown 
89\\> Disney's Chicken Little: 
Ace in Action 
89\\> The Grim Adventures of 
Billy & Mandy 
89\\> The Legend of Spyro: A New 
Beginning 
89\\> Snoopy vs. the Red Baron 
7EN\D Thriliville 
S6\\> Family Guy 
88\\> Avatar: The Last Airbender 
88\\> Xiaolin Showdown 
89\\> Snoopy vs. the Red Baron 
SO\\> Grand Theft Auto: Vice City 
Stories 
SIN\\9 Sonic Rivals 
$2\\> SOCOM U.S. Navy SEALs 
Fireteam Bravo 2 
92\\> ATV Offroad Fury Pro 
92\\> Need for Speed Carbon: 
Own the City 
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Ridge Racer 7 
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What would a PlayStation launch be without a brand new 
Ridge Racer to go along with it? Sadly, Ridge Racer 7 doesn't 
make quite the same splash as the original Ridge Racer 

or Ridge Racer V did for their respective systems. That's 
certainly not because Ridge Racer 7 looks terrible or the 
mechanics are horrendous—it looks good and plays like a 
Ridge Racer game should play, like an arcade-style racing 
game. But that’s not enough any more. 

In fact, Ridge Racer 7 feels like little more than a rehash 
with little or nothing worthwhile to really make you stand up 
and take notice of it. For example, the slipstream mechanic 
in RR7 is a nice new feature but it’s something that other 
games have done before and done better. Indeed, most 
of the time the slipstream is actually more bothersome, 
since you re constantly defending against it while in first 
place or rarely in a position where it’s very useful unless 
you re in a 1-on-1 situation with the leader of the pack. On 
the other hand, the addition of nitrous—which was pulled 
from the PSP game—is still a nice addition and adds to the 
importance of drifting in the game. But still, it all feels so 
mundane because, if you're a Ridge Racer fan, you've played 
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00:28.716 
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it plenty of times already. 

Aside from the visuals, which are crisp and clean, the 
only other notable feature Ridge Racer 7 has is the feeling of 
progression. Moving from race to race and upgrading your 


cars IS one of the main reasons why you ll keep playing, 
particularly since your car also factors into the online expe- 
rience as well. However, some may find it a little tedious 
simply because the mechanics of driving in Ridge Racer 
7 no longer do enough to give you the visceral thrill of its 
counterparts. 

It's really more “yawn” than “whoa.” | Giancarlo Varanini 


PROS Looks great, plays as a Ridge Racer game should, 
customization is pretty fun 

CONS Ridge Racer mechanics are dated, splitscreen two- 
player takes a massive framerate hit 
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It's Need for Speed again, in hi-def 


EA Black Box 
$59.99 


| EA Games 
€10+ 


When Carbon was released on the PS2 last 
month, we questioned why it didn't boast any 
online modes, despite the Xbox 360 version 
rocking some awesome modes. Thankfully, EA 
Black Box has seen fit to grace the PS3 ver- 
sion with more than just snazzier graphics, tt 
also features two pursuit-based online chases: 
tag, which has a single racer pursued by up 

to seven cops In a game of cat-and-mouse 
throughout the huge city, and knockout, which 
sees racers morphing Into cops if they finish a 
lap in last place. Both are great fun, but we do 
question why they were saved just for the next- 
gen version of the game. 

Speaking of newfangledness, though, it’s 
worth noting that the graphics are nice and 
Sharp, and unlike a bunch of the PS3’s launch 
games, it does support the Sixaxis, albeit 
only to a mild degree. If you re the kind of 
person that plays racing games and waves 
the controller around in an attempt to will the 
car around a bend, you ll love this, as tilting 
the pad will add a little more response to the 
steering. It's subtle, but certainly not without 
some merit. 

Aside from these changes, though, it’s 
essentially the same game as the PS2 version. 
Previous Need for Speeds have dramatically 
changed the way we look at racing games. 
Most recently, Underground moved the needle 
on presentation, and Most Wanted revived 
the ideas that made Hot Pursuit 2 so beloved. 
While Carbon is peppered with clever ideas, 
ultimately it falls victim to EA's insistence on 
annually iterating a franchise. It refines previ- 
ous ideas, but lacks that big “wow” factor 
we ve seen in the past. It’s thoroughly compe- 
tent and shouldnt be overlooked, but it really 
is Need for Speed Again.” | John Davison 


VERDICT More of more of the same, only 
more. 
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Tony Hawk’s Project 8 
The Birdman soars again 


Activision Neversoft 
T $59.99 


It seems to me that Tony Hawk has more 
sequels than Rocky, Freddy Krueger, and, uh, 
Debbie (the one who does the whole city of 
Dallas]. It’s just too bad his previous game, 
American Wasteland, had that straight-to-video 
feel about it. Thankfully, Tony hasn't bailed out 
on us; he brings some effort this time, remind- 
ing us why we fell in love with the series in 

the first place. And | did fall in love again. |'m 
totally shallow—and, well, Project 8 does have 
a purdy face. 

Project 8 continues the Jony Hawk trend of 
moving away from the cartoony look of earlier 
games. Project 6 has a glossy feel to it, which 
compliments well when the game goes all 
slow-mo on you. The developers have been 
trying to find the next innovative trick that will 
move the franchise forward, such as the Revert 
or Manual, and | think they ve finally found it 
with the new Nail the Trick feature. Slowing 
down time and trying to spin your board around 
is nifty, but it’s still in its infancy. | hear that 
they re going to add more to it by implement- 
ing elements like grabs, but Jony Hawk finally 
smells less stale and seems to be moving for- 
ward in the right direction. 

The Sixaxis controls are fun to play with, 
but you ll most likely find yourself turning 
them off after a only a few minutes—combos 
are hard enough to perform without having 
to dance with your controller and twisting it 
Sideways or dipping It so you dont bail on 
manuals. | also have a few minor complaints 
because I'm incredibly needy: | wish the envi- 
ronments were a tad bigger and the missions 
and contests had more variety—also, the PS3 
version Is sluggish compared to its 360 coun- 
terpart. Thankfully, the pros outweigh the cons: 
Project 8 definitely welcomes fans back to the 
series. | James Lee 
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NBAOQ7 
Where's The D? 


SCEA Sony San Diego 
E $59.99 


Let’s get the good stuff out of the way. NBA 07 
looks much better than any Sony-produced 
basketball game has ever looked, particularly 
the player models [though the sweat effect is 
a little overdone}. Now for the bad: NBA 07's 
representation of the sport of basketball is, 
well, a bit off. For starters, if you have a single 
decent 3-point shooter on your team, your 

f running up the court and sinking 

a 3-pointer nearly every time are pretty darn 
good. You re all but guaranteed to sink It virtu- 
ally every single time you make the attempt, as 
long as you re not making an awkward shot or 
the defense doesn t swat the ball. 

But that’s giving the defense in NBA 07 a bit 
too much credit. More often that not, it feels 
more like you re playing an NBA Jam, run-and- 
gun-style arcade game simply because it’s 
SO easy to jam the ball right up the court and 
go for a quick 3-pointer or a dunk. There are 
times when the defense Is a little smarter—like 
when a defender actually plays a passing lane 
and manages to intercept or bat the ball out 
of bounds—but rarely does It ever feel like you 
eally need to break the opposing team down 
in a half-court set. On top of that, rebounding 
feels a little out of whack since your own Al- 
controlled teammates seem to have more than 
their fair share of problems when going for a 
loose ball. 

The rest of the game also falls pretty short 
of giving a complete experience. The season 
and extra modes are all pretty standard, offer- 
ing little beyond what's been out there nearly 
Since the inception of videogame basketball. 
Plus, there's already a better basketball game 
available on the PlayStation 3 anyway, so 
unless you re looking for more of an arcade 
game than asim, NBA 07 really fails to deliver 
the goods. | Giancarlo Varanini 


cnances O 


VERDICT A must-have for any die-hard fan; a 
good entry game for new players. 
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PROS Looks fairly nice 
CONS Defense is pretty dumb, and you can 
abuse 3-pointers like no one’s business 


NBA2K7 
How Basketball Should Be Done 


eK Games Visual Concepts 
E $59.99 


NBA 2K7 is one of the few instances where a 
visual upgrade actually does wonders for how 
the game feels when you re playing it. Not that 
the 2K series was ever really bad to begin with, 
but the PlayStation 3 incarnation of Visual Con- 
cepts latest basketball game benefits greatly 
from amped-up animation that only adds to 
what Is a great basketball simulation. Some of 
these animations are relatively subtle, such as 
when a point guard waltzes up the court and 
bursts into a skip while calling a play. Others 
are much more visible, as you ll immediately 
recognize the signature shots of some of the 
games bigger stars. Of course, not all of the 
players received equal treatment in terms of 
animation, but it goes such a long way toward 
replicating what basketball is exactly like. 

As for the gameplay, 2K7 also does a great 
job of actually making you feel like you have to 
break down the defense to get an open shot. 
Defenses will punish you for just trying to 
string around careless passes or jamming the 
ball through the paint for an easy dunk. Plus, it 
feels pretty darn rewarding when you execute 
a play to perfection or successfully bust the 
defense down. Still, there are a few hiccups 
here and there. Your Al teammates occasion- 
ally pull off some pretty stupid moves, such 
as not switching on a pick. Or when theres a 
loose ball, too many players just stand around 
and scratch their heads wondering what they 
Should do. 

The 24/7 mode also has some shortcom- 
ings. While the concept behind it—taking on 
the role of an unknown and working your way 
up through the ranks—is a good one that will 
keep you playing when you don't feel like doing 
a regular 5-on-5 game, it could've done with- 
out the incredibly cheesy story elements that 
are more annoying than anything else. Mean- 
while, The Association mode, which basically 
serves as the franchise mode, has everything 
a basketball fanatic could want, including 
personnel changes. All of this makes for a 
great basketball game that should satisfy the 
cravings of any hungry PlayStation 3-owning 
basketball fan. | Giancarlo Varanini 


PROS Animations are great, great 5-on-5 
basketball 
CONS Some lapses in Al, tedious story mode 
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The sweet science of pounding someone's face 


EA Sports 
T $59.99 


EA Chicago 


While the actual sport of boxing marches on 
without any sort of integrity, it's great that 
there are games like Fight Night Round 3 to 
remind you why boxing is such an awesome 
sport to begin with. It's all about strategy and 
learning how your opponent fights in order to 
expose weaknesses and go in for the prover- 
bial kill. And one thing Round 3 does very well 
IS pounding home this message: Bringing a 
good defense into the fight is just as important 
as bringing a good offense. 

Most of that comes as a part of the counter- 
punch system. A moderately skilled fighter can 
get by early on by bobbing and weaving through 
an opponent's punches, but as you progress 
through the career mode or try to take on one 
of the high-profile boxers from the sport, you 
learn very quickly that such a strategy doesn't 
work anymore. Now you have to learn how to 
read punches and physically counter them, 
leaving your opponent open to a potentially 
vicious blow to the head or gut. 

The fact that Fight Night Round 3 has such 
an elegant learning curve Is important, since 
the controls—which make extensive use of the 
right analog stick—may still be a little off-put- 
ting to most people, even though this is the 
third game in the series to use them. Yes, the 
face buttons also can be used, but dont be the 
person who plays Fight Night with buttons. Just 
dont be that guy. 

Fight Night Round 3 Is arguably one of 


the best-looking—and one of the best-play- 
ing—boxing games to date, but it still has its 
issues. Al opponents tn the later levels of the 
career mode can be absolutely cheap, manag- 
ing to block and counter a good portion of your 
punches. It almost feels like you're fighting 

a brick wall, only the brick wall can beat the 
ever-living crap out of you. Additionally, the 
new Get in the Ring mode, which features first- 
person boxing, Is a nice attempt at giving Fight 
Night a new feel, and while it does some things 
very well—such as the sensation of blacking 
out—the disembodied arms really take away 
from the whole experience, as does the fact 
that the control scheme doesnt feel quite right 
with a first-person perspective. But the great 
thing Is that you don't have to use it, and any 
boxing fan will be extremely pleased with the 
Selection of other features Fight Night Round 3 
offers. | Giancarlo Varanini 


PROS Amazing-looking visuals, excellent 
learning curve and mechanics 
CONS Al gets a little cheap, which sucks a 


bit of fun out of the later fights. First-person 
mode needs some tweaking, not a huge leap 
over Round 2 


score 


FISTS OF FURY 


If you ask us, EA 
missed a chance to 
throw some unique 
tilt support into Fight 
Night Round 3. Just 
imagine viciously 
flicking each side of 
the controller to sim- 
ulate punches. You 
know, like that one 
arcade game with the 
big glove-y things. 
You know what we're 
talking about. We're 
pretty sure it was 
called Title Fight. 
Anyway, that would 
he cool. 


Life (a fololel me CHW reltim ys 
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EA Sports 
E $59.99 


EA Sports 


It's a second round of hardware launches for 
Tiger Woods PGA Tour and the results of Tiger's 
PlayStation 3 debut are much more respect- 
able than those of his last outing. Graphically, 
liger is a mix of incredibly lifelike—albeit 
creepy—facial mapping that always garners 

a pop with every tick and expression, com- 
plimented by muddy texture and lazy foliage 
work that dampens the visual kick. Every game 
mode found in the current release of Tiger 
Woods for the 360 from career, minigames, 
and online play is available here as well. EA‘s 
implementation of the Sixaxis tilt control for 
ball spin is optional, thankfully, as it’s largely 
unreliable. With few sure bets in the launch 
lineup, those who waited for Tiger on the Play- 


ry 


Station 3 won't be disappointed. | Jared Rea 
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Madden NFL 07 


There's always next year 


| EA Sports 
E Sosa 


EA Tiburon 


With the next-gen engine already on its second 
iteration, and the extra time to polish up this 
year s version since the kickoff of the season, 
its hard to swallow that Madden NFL 07 on the 
PS3 can't even live up to the standard it sets 
on Xbox 360. Mechanically, everything works as 
it should, but visually, the presentation clearly 
acks the vibrancy of its cousin. The graphics 
dont hold up on their own in a side-by-side 
comparison, either. The introduction of physics 
to the tackling system gives all the contact a 
more solid feel, and Is sure to be a big part of 
next year's improved features list. Until then, 
this outing will make you happy you still have 
the superior PS2 version to play. | Garnett Lee 
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Call of Duty 3 


Wild Wild WWII ride 


/ Activision 
m $59:99 


Treyarch 


For a while, everyone thought that any World 
War Il shooter not titled Medal of Honor was 
going to get buried by the EA juggernaut. Yet, 
with a bunch of the MOH talent at the helm, 
the Call of Duty franchise has emerged as a 
respectable, fine-selling series of WWII FPS 
games. Part of what makes COD so appealing 
is that it’s perhaps the most cinematic of the 
various WWII franchises [funny, since MOH 

is based on the Spielberg-produced Band of 
Brothers, but then again, COD s developers 
have the MOH legacy]. The COD games may 
not advance the genre in terms of pure game- 
play and FPS mechanics, but they offer consis- 
tent, in-your-face experiences. In effect, they 
seem to be the roller coasters of the genre: 
You always have the same ride and everything 
happens at the appropriate trigger points, but 
its a damn fun ride to take. 

So Call of Duty 3 is another game that spans 
multiple perspectives across a single cam- 
paign. Instead of the Americans, the British, 
and the Russians, we now have the Americans 
and the British, with the Russians replaced by 
the power pair of the Canadians and the Poles. 
The campaign centers around the further 
rescue of France from Axis forces after D-Day, 
which translates into an opening level that is, 
thankfully, not a retread of D-Day. 

This time, though, COD3 features occasional 
branching within missions [e.g., go left to 
shoot up some artillery or go right to just keep 


pe OOM January 


shooting Nazis}, but those are pretty much like 
the three branching paths in the Indiana Jones 
ride at Disneyland—different and slight varia- 
tions on the same thing where you ultimately 
end up in the same place no matter what. 

Thanks to the PS3, COD3 features pretty 
Snazzy graphics [particular kudos to the weird 
focus effect that blurs and hazes your view 
when you re looking down your scope, and 
to the best smoke I've seen in a game}, and 
some quirky uses of the tilt sensor. Sure, quick 
turns for melee attacks make sense, but on 
top of that, you can drive jeeps, plant bombs, 
or defuse enemy bombs [you rotate it like a 
screwdriver], and even row a boat with the tilt 
control. 

COD3 maintains its roller-coaster feel—it’s 
a great showcase experience rather than an 
innovative game, with some minor tweaks such 
as the illusion of freedom and cool uses for the 
tilt sensor. It's not the best WWII game by any 
stretch, but it’s a damn reliable ride. | Thierry 
Nguyen 


ALLIES It’s more COD; tilt sensor is neat. 


AXSS It’s more COD 


score 


COBRA! 
Call of Duty 3 


focuses on Operation 
Cobra, which was the 
US Army plan to rap- 
idly expand forces 
beyond Normandy 
and tear through 

the French coun- 
tryside. The Allies 
advanced so rapidly, 
that the operation 
Yatol-10 Male) e]-ler-[0]-1-) 
al-MCl-laagt-lal-mcelele lane 
the Allies off, but 
because the Allies 
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MOBILE SUIT GUNDAM: 
SKOCN sis 


Gundam this mess 


Namco Bandai 


Namco Bandai 
T $59.99 


| think | Know how this mess happened. Mobile 
Suit Gundam: Crossfire \s actually a prototype 
that Namco Bandai accidentally sent to stores. 
What else would explain how an awesome con- 
cept—giant mechs based on a kickass anime 
battling it out for earthly domination—could 
result In such a baffling, difficult, half-effort 
whose questionable quality wouldn't be accept- 
able on a PS], let alone the purported most 
powerful console known to humankind? 

The evidence that Crossfire shipped at 
least a year too early begins with the overall 
lackluster presentation: ho-hum graphics in 
often-barren landscapes, mailed-in voice act- 
ing, mission-briefing screens so stark they 
could easily be mistaken for debug alerts. Mov- 
ing into the first actual game area (training), 
you ll wonder if there's something wrong with 
your PS3...or is the mech really moving at like 
20 frames per second? Did | just inadvertently 
drop my shield and have NO WAY TO PICK IT 
BACK UP? And what is with the camera? It’s 
not static, which is good, but it’s like you're 
playing in drunk mode—go ahead, get into 
combat with another mech and you ll learn the 
meaning of confused chaos. 

Even in easy mode, Crossfire’s enemy Al 
is extremely aggressive and will smack you 
down in seconds. In level design, Crossfire 
gets downright baffling. You have huge arenas, 
to be sure, but if you look at your map, you ll 
notice a yellow rectangle. That's your gameplay 
Space—you cant go beyond the borders. What 
you see In the game Is, well, nothing. There's 
this invisible wall that you can't go beyond, 
though it looks like you can. 

Crossfire has some great ideas, especially 
in its strategy-focused undercurrents. This 
is, after all, a game of world domination. But 
therein lies the problem: Crossfire is a game 
that's a bundle of potential, with none of the 
payoff—in the end, it comes off as a pitch 
rather than a product. Let’s hope that Namco 
Bandai issues an oops” and ships the real 
game soon. | Tom Byron 


VERDICT If this is what passes for next gen, 


then next gen has a ways to go. 
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Visit www.esrb.org 
for updated rating 
information. 
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. Sony Online 
T $59.99 


. Sony Online 


The hack-n-slash genre is not an innovative 
one by any means, but it can usually be relied 
upon to provide a decently entertaining If not 
mentally challenging time. Sadly, Dark Kingdom 
has enough rough edges to knock it from being 
fun into being a chore. 

Dark Kingdom tweaks the standard formula 
of collecting loot and selling It to buy upgrades 
and potions. Instead, you re gaining essence 
and health and mana from killing enemies; 
essence can then be traded in at save points 
for better armor and/or filling your health and 
mana. What sucks Is that resting no longer 
allows your health and mana to replenish 
[although maddeningly, it does for some of 
your enemies], nor are there potions to refill 
a low health bar. This is particularly problem- 
atic when you find yourself low on health with 
another wave of enemies between you and the 
next save point; you ll want to keep multiple 
saves on hand in case you need to backtrack. 

When you arent nervously eying your health 
bar, you re counting wave after wave of the 
Same enemies in many similar-looking blue- 
tinged environments. Swapping up the charac- 
ters doesn't help either, as the three options 
play a lot more similarly than they should. 

Glitches abound—things fall into walls, 
clipping problems are very pervasive, enemies 
often get knocked above you and stand 
perched on thin air. And while the camera 
is controllable, that doesn't stop it from fre- 
quently spinning out of control and getting 
stuck behind walls. 

Even the story is embarrassing. There are 
parts that come across as sincere ye olde high 
fantasy, and then for some reason every now 
and then you ll encounter an enemy that tries 
[and fails} to be irreverently humorous. It’s 
weirdly inconsistent, and it comes off about as 
well as that time your dad told you to check out 
the new bling on his car, yo. 

Overall, it’s a disappointing effort at best, 
and only recommended if you're a sports-, 
car-, and gun-allergic PS3 owner grasping for 
something to play. | Dana Jongewaard 


GENJI: Days of the Blode, 
Pretty. rns. 


T $59.99 


If you go.back and read reviews of last year's 
Genji: Dawn of the Samurai for the PS2, you ll 
find this consistent criticism: 
[some reviewers claimed to have 


four hours]. 


So you d think, at the bare mini 
developer Game Republic 
make the sequel longer, right? Wrong. 
t Genji: 
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Game Republic 


(the kind, for instance, 


o through 
only minor differences in the experience], 
acking, and a frust 
you on fishing expeditions because 
there's no obvious way to know if you re on 
the right track thanks to a 
games uneven pacing Is just plain unnerving: 
Long, meandering, and sometimes confusing 
levels can lead into similar levels 
seems like a boss battle” | 
yet another boss battle. 
Days of the Blade's fixed camera is as unfor- 
giving as it is unforgivable. This would be OK 
if there were a way to center or look around. 
But there isn't. THERE ISN'T. Expect plenty of 
situations where you can t see enemies—and 
sometimes, not even yourself. 
all bad news. Like the 
of the Blade \s an intense action-adventure with 
a fantastic combat system that lets you switch 
> fly between ae to four characters, hack- 


Days of the Blade might 
t this is next-gen country, 


tions are high. Developers 


to combos that are power- 


g. | Tom Byron 
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Warning: Genji: 


Days of the Blade 
MUST be played 

in. HD only: Sure, it 
plays just fine-on a 
Standard:set,.but be 
warned that it looks 
like a PS2 game— 
not the show-off 
game that you may 
have hoped for. 
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VERDICT Purty graphics, awesome character 
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Activision Raven 


T $59.99 


Quick: Do you know what the hell MODOK 
stands for? If you didn't immediately spew out 
“Mental Organism Designed Only for Killing!” 
then you might not feel the same geektastic 
glow of Marvel love that Raven has poured into 
Marvel: Ultimate Alliance. 
Gameplay Is the bare minimum required of 
a sequel. More heroes, but fewer powers per 
hero (which is good, as they feel more unique], 
more streamlined RPG elements lautoleveling 
option p see 10 potions and limited inventory], 
team leveling (get bonuses for maintaining 
a consistent active hero roster] and decent 
but not eye-bleeding graphics. The PS3 ver- 
sion uses the tilt sensor for stuff like dodges, 
throws, and power amplifying (time a tilt 
right and your powers do extra damage/heal- 
ing/coolness}. But that’s about it in terms of 
gameplay differences between this and X-Men 
Legends II. 
MUA \s fan service delivered to the nth 
degree. Okay, | realize there is no good reason 
for freakin’ Moon Knight {a next-gen exclusive, 
along with Colossus] to join a coalition that 
counts Dr. Strange, Luke Cage, and Elektra 
a 
C 


£ 


among its ranks, but hey, | can have a team 
onsisting of Moon Knight, Deadpool, Iron Man, 
and Ghost Rider, which is good enough for me. 
Besides the playable roster, MUA Is bursting 
with bizarre and obscure cameos from both 
heroes and villains—loser villains like Attuma 
and Mysterio show up along with friendly folk 
like freakin’ Wyatt Wingfoot and Lockjaw [a dog 
with a tuning fork on his head and the ability to 
create portals to teleport people around...how 
could it be you've never heard of him?]. 

If you don't care who Black Bolt, or the 

er Skrull lor, well, any of the characters 
named herein) are, then the game is merely 
a very solid beat-em-up, but man, if you're a 
Marvel zombie like | am, this is the closest 
we can get to enacting a digit Sion of the 
Secret Wars. | Thierry Nguyen 


al ver 


THE HOUSE OF IDEAS Fantastic fan service via 
playable characters, fightable villains, and 
cameos all around 


DISTINGUISHED COMPETITION Remove the 
fan service, and it’s a solid (and slightly 


dumbed-down]) action-RPG 


PlayStation 


MAGAZINE 


NOTICE TO SUBSCRIBERS 


You are holding the final issue of Official US PlayStation Magazine in your hands. Even though 
this is OPM’s last issue, it is by no means the end of deep and insightful news and coverage of 
all things PlayStation by Ziff Davis. 


As a valued customer of Ziff Davis, we want to make sure you continue to receive all of the 
gaming news, reviews, features and information you could ever want about gaming on the 
PlayStation platform. As such, we will immediately transfer your OPM subscription over to the 
#1 videogame magazine in America, Electronic Gaming Monthly. This transfer will be based on 
the remaining term of your OPM subscription, on a dollar to dollar basis, so you will receive 
exactly 2 EGM issues for each OPM issue remaining on your subscription (if you’re already a 
subscriber to EGM, your EGM subscription will be extended accordingly). 


This is a fabulous time in the gaming industry — 3 new consoles are now on the market, and 
with them a ton of new games. Each month, EGM will give you the information you want and 
need to make the most of your gaming time. 


If, however, you would rather receive a refund for the remaining term of your OPM subscription, 
we will, of course, honor your wishes. To receive a refund simply mail your refund request, 
along with name, address, city, state, and zip code, to the following address (and please allow 
approximately 4-6 weeks for processing): 


Refund Request 

OPM Refund 

PO Box 55721 

Boulder CO 80322-4070 


Further, at any time after you begin receiving EGM, if for some reason you don’t agree that 
EGM gives you everything you need to know about gaming and all things PlayStation, we will 
be happy to refund the remaining term of your subscription at that time. 


We've had a terrific time providing you with information, reviews, previews and in depth 
coverage of PlayStation gaming, and now we hand that baton to the editorial staff of EGM. 
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Just when you thought it was safe to go back into the Ethernet 


Sega Sega 
T $49.99 


If you were one of the loyal PS2 owners who 
never owned a Dreamcast or a GameCube 
and, by association, Phantasy Star Online, con- 
sider yourself lucky; You preserved a hell of 

a lot of real-life hours not playing that highly 
addictive Diablo-style game. The problem now, 
though, is that Phantasy Star Universe is here, 
and despite its many flaws, is just as time 
consuming. Phantasy Star Universe brings the 
classic lineage to the PS2 for the first time, in 
both offline and online modes. 

While the offline story mode Is hardly per- 
fect, with an awkward storytelling style [stilted 
dialogue and a paint-by-numbers script] 
that suggests no one at Sonic Team has ever 
heard of Knights of the Old Republic or Oblivion 
before. But what it lacks in polish and subtlety 
it makes up for in giving players hordes 
of monsters to fight, NPC allies to rally to 
your cause, partner machinery to raise and 
develop, items and weapons to synthesize, 
quests to unlock, and a diverse selection of 
battle styles to master. Unlike PSO, in which 
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race types were relegated to specific job 
classes, in PSU different races can use vary- 
ing job types, but specific races lend them- 
selves better to specific jobs. 
Once you ve cleared chapter four of the 
story mode, a new option called extra mode 
opens up, which lets you create a customized 
character for use In an approximation of the 
online game, but offline and stored to your 
memory card. Unlike story mode, in which 
you re restricted to playing as Ethan Waber, 
the games main character, in extra mode 
you re free to create the character of your 
choice. And since it’s completely offline, no 
Internet connection is necessary. This may 
sound like a wasted effort, but the precedent 
was set with games like Diablo // on PC many 
years ago. But, provided you have a broadband 
connection, and are willing to toss down a 
monthly fee, that's when PSU really opens up. 
While the launch phase of PSU limited 
players to specific online areas, by the time 
you read this most every area will be unlocked 


with more and more content added every 
month. Some players complain that it’s unfair 
for certain online areas that are already on 
the disc to be blocked off, but considering 
PSU doesn't require a harddrive to play, a 
monthly fee seems pretty reasonable consid- 
ering the server costs Sega has to maintain 
for players to cavort online. And once you re 
online, you ll see a thriving community of 
players to team up with and tackle the game's 
numerous missions and challenges with, all 
for the sake of collecting the coolest gear and 
the most powerful weapons. PSU might not 
be massively multiplayer, but it is absolutely 
worth investigation. 
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VERDICT An exceptionally solid action-RPG 


that grows better with extended playtime. 
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Back-UPS 
X§$ 


APC Back-UPS XS (BX1500LCD) 

and the Mobile Power Pack (UPB10) 
protect equipment from power 
anomalies and extend runtime. 


is losing power. 


Whether you're gaming at home or on 
the road, the very last thing you need 

is an interruption. But all too often, bad 
power, or lack of power, comes between 
you and saving the world from destruc- 
tion. If you're in an MMO, the stakes 

are even higher - when you go down, it 
affects everybody. And if there’s cash 

at stake, the losses go far beyond just 
embarassing yourself. 


Powertul protection for your gear 

With this in mind, APC presents the 
Back-UPS® XS, which provides battery 
backup and surge protection for your 
gear. With the nation’s power grid being 
run into the ground, coupled with power 
threats like brownouts, spikes and 
surges, the Back-UPS XS has arrived just 


APC power protection products are available at: Dow geen 


©2006 American Pow 


132 Fairgrounds Road, West Kingsto 


Taking Care of Busines 


First 100 respondents receive a FREE ‘1 
Visit www.apc.com/promo Key Code r123x or Call 888-289-APCC x4361 or Fax 401-788-2797 


ver Conversion Corporation. All Trademarks are the property of their owners 


in time to save your 
gear from imminent 
destruction. You tholce 
should also check out “=~ [Biigaia 
READERS 
the UPB10, for those CHOICE 
times when you're 
away from home and 
need to recharge and 
add runtime to get you 
through the game. 


Find out why 30 million 
people don't need to 

worry about losing their 
data to power problems 


Stay in the game 

With the APC legacy of Legendary Reli- 
ability and with over 30 million satisfied 
users, trust uS to keep you In the game. 
We'll prevent interruption, protect your 

progress, points, cash bids, and extend 
your runtime — guaranteed. 


com AMCRICA BUYS TLCHNOLOGY. 


Cities 


sures was easy: 


4a*77 


¢ e-mail: esupport@apc.com 


n, RI 02892 USA + BK4F6EFEN “Runtimes may vary depending on load 


‘Last Longer T-shirt! 


Protect and power your game gear 3 ways: 


Battery Back-UPS XS BX1500100 

e Liquid Crystal Display to show 
current status of power. 

e Battery backup and surge protection. 


¢ Up to 154 minutes runtime* while 
the power is out. 


e 8 outlets — 6 battery backup, 2 surge-only 


so everything Is protected. 
e Data line and Coax protection for hardware. 
e AVR corrects under voltages without draining battery. 
e¢ $150K Equipment Protection Policy and 3 year warranty. 


Mobile Power Pack UPH10 


e Provides extended 
rechargeable runtime for 
Sony PSP, Nintendo DS Lite, 
Gameboy — any USB compatible 
game devices as well as cell phones, iPods, and cameras. 


¢ Recharges in 3 hours and maintains 80% capacity after 
300 cycles. 


¢ 2x more playtime and up to 55 hours runtime” 
on iPod Nano. 


Universal Notebook Battery UPB70 


¢ Up to 6 hours additional runtime. 


¢ Includes tips for most popular notebooks. 


¢ Charges and powers USB compatible devices like cell 
phones and iPods. 


Arc 


Legendary Reliability® 
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Playing the Sega Genesis Collection will remind 
you of two things—one being that the Genesis 

a great system that had equally great 
games and the second being that most of 
the games havent aged well in the slightest. 
Fortunately, there's a pretty nice balance of 
good and not so good in this collection, so for 
every Vectorman there's a Columns to go along 


with it. 

Indeed, there are plenty of games here 
worth revisiting and playing for some time. 
Vectorman and its sequel are prime examples 
as are the two Sonic games—even though 


they ve been included in just about every single 


collection known to man at this point. Cc 
Zone is another great game that has aged 
much better than any of ihe others, thanks 
in large part to its unique style and premise. 
In fact, it will make you want to see a sequel. 
The same goes for Shinobi I//, one of the most 
excellent games featuring a ninja 
The accompanying ninja cole 
is also pretty fun, but its mechanics arent 
quite as polished as those In Sh ont II. 
Additionally, there are a surprising number 
of RPGSs tn the collection, ranging from one 
af the very first RPGs—Sword of Vermill Hon—to 
appear on the system to Phantasy 7 tar II, Ill 
and /V. The pattern of good and bad ho di 
to them as well since Vermilion is incred- 
ibly clunky and archaic but the Phantasy Star 


gard ¢ 


games still retain that twinge of excellence that 


has kept the series around to this + 
For some of the other games, you ll be glad 
their lives started and ended on the cuneate 


Altered Beast is simply terrible, and the afore- 


mentioned Columns is so abundantly boring 
that you will literally fall asleep while it’s play- 
ing—though you still 1 may manage to get a 
pretty decent score regardless. Still, for the 
most part, the better games tn this collection 
outweigh the terrible ones and some still hold 
up quite well. | Giancarlo Varanini 


PROS Good selection of games. Virtua 
Fighter 2 isn’t as bad as it looks. 

CONS There are some real stinkers in this 
collection. 
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Jack of all minigames, master of 
none 


OUD. 
ge) 


Management sims have always been a weak- 
ness of mine—especially the theme-park vari- 
ety. Theres something about building a space 
to provide joy to people that brings a glimmer 
of warmth to my black little heart. | have to 
admit, though, that | prefer the kinds of games 
that let you create rolling de ma Thrill 

ville doesn t, but it does offer one of the 
intensely interactive sim/management games 
I've come across. 

The real highlight of TArillville is the vast 
selection of minigames, ranging from knock- 
offs of classic arcade games to minigolf, 
bumper cars, shooting galleries, and even a 
surprisingly substantial first-person shooter. 
As with any game that crams In a ton of dif- 
ferent types of games, the selection Is pretty 
uneven—the racing games, for example, 
well and truly suck—but there are enough 
standouts to keep you coming back to the 
minigames 

In fact, there are so many minigames that 
they really kind of dwarf the management 
aspect of /hrillville. This pro 
by the clunky menu interface. It appears to 
try to steer you much more heavily into the 
ground-level stuff. The result is that neither 
the ceo activities nor the head-office 
management nor the ride-design elements 
feel as fleshed-out as they should be 

| also ier to gripe about the unnecessarily 
restrictive three-section park design. Because 
of this, you re severely limited in what you can 
do with, say, coasters or racetr 'aCks; you can 
make something Interesting if you re really 

reative and willing to invest some time, but 
aiter a few experiments seen ukely to start 


most 


yblem is abetted 


going for the predesigned courses. 

As for the PSP version, it’s fundamentally 
the same game with different missions and 
objectives and what appear to be a few tweaks 


to the minigames to make them more compel- 
ling on the go. It's just as much fun to mess 
around with at first...and just as frustrating 


when you start running up against its limita- 
tions. | Joe Rybicki 


S once you ve beaten the main b game, 


VERDICT An unusually interactive manage- 
ment sim that suffers from trying to do a bit 
too much. 


Cover athlete J.J. 
Redick isn't only 

the all-time leading 
Atlantic Coast Con- 
ference scorer while 
at Duke, he’s also the 
all-time AAA point- 
getter in Virginia, 
scoring 2,215 point 
Tam aleMallelam-seigrele)| 
ror-] at -1-1 9m 
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Now that we've finally arrived in the PS3 era, 
iterative annual sports titles are slowing to a 
creative crawl on the PS2. The latest example 
is College Hoops 2K7, which should be titled 
College Hoops 2K6¥2. The game is smart to 
tease fans its way with its great price ($19.99, 
which is $10 cheaper than last year}, but it fea- 
tures very little in the way of updates. 

Even without the updates, the game does 
continue on its path as the top NCAA basket- 
ball game in the land. But then again, there's 
not much in the way of competition. (The main 
challenger, EAs March Madness, is looking to 


make a late season run to compete, since it’s 
set to release when the real March Madness 


starts. ] 
The games greatest asset is the same as 
any college game's greatest asset [if it’s done 
right, and it is here]: fans tearing at their skin 
to cheer on their team. Rivalry games, tourna- 
ment games, close oe they re all met with 
howling fans who stomp, clap, serenade, and 
chant on the home team’s behalf. The energy 
IS awesome, enough to keep you struggling for 
buckets when you re down by 10 at home, or 
enough to motivate you to hush the crowd by 
launching up another nothing-but-net 3-ball. 
And it's all aided by amped up commentary to 
replace last year’s generic- sh effort. 
But of course, no game's atmosphere is 
“ to win any awards on Its own—as much 
fun as Crowd Simulator 2K7 sounds. In the end, 
rit you ve heard this before: It’s all up to the 
gameplay. You ll find much improved passing, 
as pressing Circle will keep your fast-break 
motoring with great lead passes. But there 
are too many blown buckets as the shot stick 
seems a bit inconsistent, especially right 
around the hoop (where players should be 
more willing to rollin a layup or go for a dunk}. 
And iso-motion dribbling needs a dust-up as 
it requires too much studying to get It right. 
Another issue: too many steals! But all this will 
get fixed next year, of course. . . if you've got 
your PS3 by then. | Todd Zuniga 


VERDICT Still the obvious choice for hardcore 
college hoops fans, particularly because 
there's no competition till March. 


POLITICIANS CONSIDER VIDEO GAMES TO BE AS DANGEROUS AS GUNS AND NARCOTICS. 
_AND THEY’RE SPENDING $90 MILLION TO PROVE IT. 


“Copyright © 2006 Entertainment Consumers Association. All rights reserved. 0 ae 
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US. Nawy SEALS Combined Assault 


The game that should have shipped in 2002 rocks out 


Sony CEA Zipper Interactive 
$3 


t 


Anyone with a taste for military shooters 
should take this as a great time to get into 
SOCOM, because Combined Assault Is the 
most user-friendly entry in this notoriously 
Unapproachable series. And if you tried 
SOCOM 17, 2, or 3 and hated it, there's a 
new element that might turn your opinion 
around: co-op. 
SOCOM's graphics induce cringing, because 
they compare very poorly to the recent glut of 
Clancy shooters on the 360 [even if it’s unfair 
to compare games from different systems]. 
But Combined Assault looks as passable 
as SOCOM 3; it’s also fully compatible with 
SOCOM 3 and ships with all of 3’s multiplayer 
maps, weapons, vehicles, and then some, 
meaning there's already a huge community 
to jump into and learn from. And even though 
the SOCOM community Is a group of online- 
shooter fans—often a bit rude, often a bit 
high—it’s really one of the best communities 
available. Spend even a little time on an 
unranked server and just ask things like 
“What should | do? What gun should | use?” 
and you ll find more help than you know what 
to do with. 


OOM January 


Combined Assault features full four- 
person cooperative play through the entire 
single-player campaign, which means you 
finally don't have to spend as many hours 
screaming at the SEALs Al as you do 
playing. Instead, you can scream at your 
friends for being idiots. Co-op runs as 
smoothly as the standard multiplayer, and 
pickup games of co-op Instant Action were 
already firing up on release day. It's nice to 
have a multiplayer option for people who 
don't want to see anyone victory-dance on 
their head ever again. 

The campaign's story is nothing inspired, 
but it’s the sort of fun that SOCOM has 
offered for years: Bust some bad guys, 
sneak by some bad guys, and save some 
good guys. The real kick comes from the 
excellent integration of Crosstalk, letting 
fulfilled bonus objectives in the PSP and 
PS2 versions provide mission aids, weapons, 
or online-appearance unlocks for the other 
system. Fireteam Bravo takes out a squad, 
and you have an easier approach—and you 
can actually watch Bravo pick off said squad 
as you approach. It’s great to see the PS2/ 


PSP interactivity actually being used, and 
used well. 

The fatal flaw in Combined Assault—its 
soft underbelly for stupendous damage—!s 
that it's being labeled as a full game, since 
the SOCOM series doesn't release expansion 
packs.” It’s a great chunk of new maps and 
guns [and co-op!] for SOCOM fans, and it’s 
as good a point as any for newcomers to 
try to penetrate the hardcore depths of the 
online community, no question. But with so 
many triple-A titles releasing for the PS2 
as it retires gracefully—and so many stellar 
online military-themed shooters blowing 
away in the new generation—its tough to 


swallow Combined Assault as a full retail 
package. 
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VERDICT Another stand-up-and-salute SOCOM 
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The latest video game news, reviews and previews PART OF THE 
GAME from people who love games as much as you do. 


VID A new episode every Friday on iTunes, Yahoo! Podcasts C*1UP 
sanbien or log on to http://the1upshow.1up.com 
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The mics work only with 
You can't use the SingSt 
Revolution or vice versa 
microphones do you neet 
game system? However, 
bundled with SingStar ar 
PS3, so you won't need t 
the hardware. 


Karaoke Revolution Presents: 


American Ido! 


Konami Blade Sony CEA Sony CEE 
€10+ $39.99 €10+ $49.99 (incl. 2 mics) 


the originals, but they're done well, and it’s nice being made unlocking iri e songs the ga 


Wo 


Karaoke Revolution Presents: able to turn the lead singer all the way down if you Karaoke Revolution Vol. 2). 


/ 
J ) UTIO 


AMENCan Ici don t want someone else getting in the way of your 


This is the same Karaoke Revolution look and feel vocal stylings. SingStar Rocks 


that's been around since the Fr St game—the only dif- There's no real th staal here for s 


ference Is the addition of virtual Randy Simo, ara singstar Rocks all difficulty seems much harder, 
7 ‘a, the as-close-as-they-could-get-without- A decent variety of tracks here as well (30 total), good thing— it ater a new challe 
crossing-over-a-legal-line clone of Paula Abdul. And although they weigh more sane on contem 


C CO porary who have mastered the art of hur 
they add nothing, unless you get a kick out of hearing hipster ine of the musical s spectru —some of which, — batch of Karaoke Revolution diam 


Randy give lengthy generic comments peppered with you might argue, are not quite as Ka araoke-able [| got thou ii h, SingStar is best suited to 
a very liberal helping of yo"s and “dawg’s. Which, a sore throat from trying to imitate . feu White's rasp- __in addition to duets and battle mc 
trust me, after sitting through the spiel one or twc Ing on Blue Orchid”). SingStar uses the actual artist th e “Mic. which sets up a customi: 


times, you won t. track, which Is great, but it’s a big bummer that the lenge 
volume of the lead vocals is not adjustable, so you'r 
SingStar Rocks singing with the lead singer instead of in his or her 
It's nice to see games evolve into a be ec place. It's worth noting that the PS3 version (which Ka raoke Revolution P 


aesthetic—SingStar offers a really modern, clean will be out at some point in 2007] allows you buy indi- AMeErnCan Idol 
look that's easy to navigate. You get the music videc vid SON 
as a background while ' 


s that you compete in as tee 


(D 


Cl 


dual song titles from the Sony Connect store, so if Its Karaoke Revolution—you know 
you sing, which is -infinit ely you re going to be upgrading your har a are anytime now, but dont get it if you're looki 
more interesting than watchi ng a cartoony digital soon, you might want to wait for that version. than just a new set of songs. 

avatar do awkward dance steps on stage. It’s perfect 


if you ve got non-vide = inée- eb ng friends that you 


don't want to heckle you about your immature hob by Karaoke | Revolution Presents: 


because It looks heat might t actu ally play this game. Ameri 


The addition of the American Idol license just means 


that the main single-player competition mode ‘ion the Singstar Rocks 
Plea er RevONTION Presents: American Idol trap ‘a gs on it, and you can also set up Its great If your singing takes plac 
American |ldc a multiplayer /dol compet 
It's hard to cote all musical tastes, but KRA/ does its the rest of 


best by again nae a | wide range of acl pop- there are a ton of u nloe kable 


tion with your buddies. All of friends, but game-players and } 
a repeat nso ce,and better off with KRA/. 
»S to keep you playing 


dom, ranging from s Stay Jegeiie ‘Heart- but it’s too bad that only a few of them are songs—the [4%%sa 
breaker’ to Stickwitu,” math | ) titles in sal four of others are mostly costumes, avatars, and vide It'd 
them unlockable. As _ fore, the Songs are covers of be nice if sarah 2 Rev took a cue from Guitar Hero and 
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host! Another terrible Superman game! 


EA Tiburon 


9 make the jump from 
nillion-color television 
s the one whos had the 
s tend to be sloppy action 
d for his character [why 
m up?]. With the release 
there was hope that a 
) it justice. It sounds like 
oaming sandbox version 
Supes can fly around and 
od. 
playing, the great idea 
[he first major warn- 
jh Metropolis is pretty 
re, It looks less like th 
| more like the City of to 
Jay. Metropolis flat and 
dings, combined with the 
ings look the same and 
1g landmark ts the Daily 
aif, makes the overall 
Jore like a premature 
| delayed one. The con- 
ditional life bar measure 
Superman Is great, but 
citys proud defender 
ysolutely no soul. 
ctual missions simply 
e most of the er me. Yes, 
the color of the sun 
of a humanoid alien, 
| headscratchers. Sure, 
to wreak havoc makes 
>| stop Metallo, why do 
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his robots suddenly pop up to hang out with 
ice-breathing dragons? Why am | fighting 
so many dragons in the first place? If you 
thought Spider-Man 2 got repetitive, well, 
foiled robberies and pizza deliveries are 
almost liberating compared to the numerous 
times you fight weird made-up monsters that 
have no context for their anger or existence. 
Superman fans will feel even more incensed 
when the extent of the lore In the game Is: 
boss battles with Metallo, Bizarro, Riot, and 
Mongol, and aimee ith Mr. Mxyzptl lk and 
Lex Luthor. Yes, Supes’ most notorious villain 
Is just Seen In cut-scenes, making him one of 
gaming s most infuriating teases. 
No matter how good some of the game con- 
cepts are, the mere fact that a basic element 
such as the main villain not even wreak to 
make an In-game Bp paainanice, among othe 
things, demonstrates that the Superman curse 
is alive and well. | Thierry Nguyen 


SUPERMAN Er, the concept of using 
Superman and his full slate of powers to 
protect Metropolis, and a mode where you 
play as Bizarro and try to destroy as much 
as you can. 

BIZARRO Everything else, such as graphics 
and gameplay 


The best part of 
Superman Returns is 
easily the unlockable 
Bizarro mini-game. 
Since Superman 
spends the entire 
game trying to pro- 
tect the fragile glass 
that is Metropolis, 
it's satisfying to just 
get unhinged and 
help Bizarro tear up 
Metropolis within 

a time limit. Alas, 
Bizarro also can- 
not pick people up 
and drop them from 
above. Sigh. 


Naruto: | 


In this axeiting siniaat: watch 
Naruto mow the lawn! 
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| Namco Bandai Cavia 


T $33.99 


OK, let’s say you re a developer tasked with 
turning the popular anime franchise Naruto— 
for the uninitiated, it’s essentially Dragon Ball 
Z with ninjas—into a mission-based action- 
RPG. You've got a cast of eclectic characters 
and an arsenal of ninja badassery at your 
disposal. What's the best way to turn that 
into a compelling game? The correct answer, 
apparently, is ‘gather dolls, deliver foodstuffs 
from town to town, and pick flowers.” Yes, 
pick flowers. Ninjas everywhere just poured 
out 40s for Naruto's street cred. 

Insipid tasks aside, Uzumaki Chronicles 
biggest failing is that it’s just not very fair. 
Success depends largely on earning power- 

s from missions, but you only get one shot 

t passing. The idiocy of this is illustrated in 
a mission where you ve got to train Naruto's 
young admirer in the art of ninjutsu. Naruto 
mentions that when he was a trainee, it took 
him three tries to pass this particular test. So, 
er, why does the player only get one chance? 
This ends up leading to a lot of empty game- 
play, as you've got to head back to your home 
base in Hidden Leaf Village and endure inane, 
unskippable cut-scenes if you want to try 
missions again. Naruto himself drags things 
out even more by shuffling across the Final 
Fantasy Tactics-esque world map not at the 
speed of a Japanese ninja, but of a Japanese 
nonagenarian. 

The real shame about Uzumaki Chron- 
icles is that the gameplay really isn't that 
bad—Naruto’s move set is a bit limited, and 
combat can get rather repetitive, but the 
potential for a good game was definitely 
there. Unfortunately, developer Cavia chose 
to spotlight the more mundane aspects of 
life in Hidden Leaf Village. It'd be like making 
a Dragon Ball game where Goku and Piccolo 
get their driver's licenses—it may have been 
an entertaining diversion in the manga, but 
do you really want to base a game around 
it? | Andrew Fitch 


VERDICT The kiss of death for anime fans: 
It’s the gaming equivalent of a filler episode. 


Check it out: 
www.espn.com/videogames 
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How do you make a game of a movie 
about talking? 


“How long are you going to keep this up?” 
“You gonna do this all day?” “You done yet? 
‘Cause | sure am.” | feel you, hostages in 
Reservoir Dogs. | don t want to grab yet 
another mall rat, SWAT-team member, or 
rent-a-cop and watch their tolerance’ tick 
down as | pistol-whip them to make cops 
drop their guns. | certainly don t want to 
desperately dash from one used-up hostage 
to another, holding them in front of me as 
a human shield for another few minutes of 
shuffling through a level. And after the initial 
thrill of playing as stone-cold psycho Mr. 
Blonde—licensed voice, likeness, and all—| 
even realized that | didn t want to kill any 
more cops. 

Sadly, those are your only choices, 
measured at the levels of “Professional” 
or “Psycho.” Plod through levels, grabbing 
human shields like power-ups, or else plow 
through levels and cop after cop after cop... 
after cop. For variety’s sake, you can add In 
the occasional bystander as well. The pistols, 
rifles, machine guns, shotguns, and grenades 
allow you to leave fairly well-depicted gore 
all over the various levels to mark where you 
met a shopper, a mall cop, or the local PD. 
By making Individually shocking, interesting 
moments—like playing someone who ends 
up on the wrong side of a gun from the PD— 
the entire focus of the game, the developers 
make those moments dull and worn. 

The gunplay itself is no more than an 
ugly, blocky third-rate third-person shooter, 
aping Max Payne without knowing what made 
the game great. The on-foot action’s great 
compared to the driving sequences, though, 
which boast physics and graphics that feel like 
an early Grand [heft Auto /// rip-off. Not nearly 
the sum of the parts it mimics, Reservoir Dogs 
answers some questions for fans of the film, 
but it just isn’t worth the time. | Patrick Joynt 


VERDICT Unless you're a rabid Reservoir 
Dogs fan, pick up the DVD, Max Payne, and 
GTA3 instead. 
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All the things that make us laugh and 
cry...and cry and cry 


fo. Cie} Dev. 
eso = MSP 


I’m a Family Guy fan. There's something so 
gloriously wrong about the show's psychotic 
characters and so deliciously right about the 
constant non-sequitur interludes that routinely 
nail the pop culture icons of my generation. So 
even though | knew that the Family Guy video- 
game was likely to be little more than a cheap 
attempt to cash in on the shows success, | 
was mildly excited to play it. 

And you know what? It really /s little more 


than a cheap attempt to cash in on the show's 
success. [he gameplay |s divided into three 
distinct areas: Stewie's tedious platform/shoot- 


ing segments, Brians tedious stealth seg- 
ments, and Peter's tedious roaming-brawler 
segments. Stewie's sections are probably the 
most palatable, simply for varietys sake: The 
designers throw tn the occasional homage to 
classic arcade games [e.g., Space Invaders or 
Centipede) and mix things up with the shooting 
and the jumping. Peter's and Brian's seg- 
ments, on the other hand, keep dipping into 
the same well, providing little more than scen- 
ery changes from time to time. 

But you know what? In spite of all that, the 
game's still pretty entertaining for fans of the 
show, and that’s due almost entirely to the 
voice work. The game features the full cast of 
the show, and these folks deliver gags that are 
often reused from various episodes, but still 
usually worth a laugh, and occasionally entirely 
new and ridiculously funny. 

Trouble is, the designers seem to be 
unaware of the fact that occasionally the player 
may die and be forced to restart an area...and 
listen to the same, unskippable, longwinded 
intro each time. Note to developers of funny 
games: | dont care how funny It is; the third or 
fourth time you hear it, it is no longer funny. 

Even so, its hard to completely hate a game 
that includes a minigame with the follow- 
ing instructions: We couldn't afford another 
minigame, so...uh...how about pressing a but- 
ton? Yeah...do that.” | Joe Rybicki 


FREAKIN’ SWEET! The use of the full cast of 
the show makes it every bit as funny as the 
show Itself. 

EVIL MONKEY The gameplay is, at best, bor- 


ing as hell. 
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The ATV series has been playing catch-up 
for the last few rounds of mud-slinging 
between it and rival franchise MX vs. ATV. 
The rivalry isn't helped by the fact that MX Is 
made by the same people who made the first 
two ATV Offroad games, nor does It help that 
the MX series always seems to be first to the 
punch with things like multiple types of vehi- 
cles. Climax, however, has not only incorpo- 
rated buggies, trucks, and motocross bikes 
into this version of the game, but they're 
actually fun to drive around in as well. The 
new vehicles all add a unique flavor to the 
game's formula, and they re integrated bet- 
ter than in their rival series. Unfortunately, 
the other big new feature—the single-player 
story mode—is a symptom of the biggest 
problem with ATV Offroad Fury 4: \t all feels 
like its been done before. 

The tracks are sharply designed and, 
although we're not talking about Gran Turismo 
levels of visual quality, they re also pretty 
sharp looking. Race against some skilled 
players and you ll feel the competition for the 
winding paths you can choose to take, and if 
you slide off course or slam into a hay bale 
divider, it’s definitely going to be your fault. 
Learn how to drive a buggy in water, man, 
because the controls and physics are reliable 
and precise. You can also spend some more 
time upgrading your ride or practicing ona 
custom-made course from the robust course 
editor. Just like ATV Offroad Fury 3, there's a 
lot to do on this disc, and it’s very well done. 

And that’s 4. If you picked up the last MX 
vs. AIV you ve seen the new vehicles; if you 
can read at an eighth-grade level you know 
the story. The game isn't a bad addition to 
the series, but It feels like an expansion ata 
sequel price. | Patrick Joynt 


VERDICT Loyal Offroad Fury fans were prob- 
ably good with the wait, but everyone else 
gets a well-executed if dull sequel. 
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It seems as though cartoon-based kids’ games 
come in one of two flavors—3D fighting con- 
tests or generic 3D platformers. Generally, the 
Japanese anime stuff comprises most of the 
fighting games, while the platformers are more 
along the line of Western licenses such as 
SpongeBob and Scooby-Doo. Xiaolin Showdown 
tries to do a bit of both, mixing standard fight- 
Ing with gigantic levels and bonus areas that 
feature some platforming elements. It’s basi- 
cally Power Stone or Super Smash Bros. with 
bonus stages. 

You play as one of four Xiaolin monks in 
search of the Shen Gong Wu, or “mystical 
power-ups. Of course, your enemies are doing 
the same, so you and your friends have to 
fight off wave after wave of their nondescript 
grunts while combing the battlefield for various 
power-ups. 

That's the game in a nutshell, and it’s every 
bit as boring as it sounds. The problem lies 
in the gameplay, which has about as much 
depth as Paris Hilton. Although you can take 
control of four characters, they all play pretty 
much the same. You just spend what seems 
like forever in most levels trying to pummel 
nondescript enemies, all the while hoping your 
friends dont start beating you up instead—yes, 
its possible to get caught up in an attack by 
one of your comrades. This isn't the first beat- 
em-up to feature friendly fire, but it’s particu- 
larly annoying here when you consider that 
some of the special moves incapacitate you for 
a really, really long time. 

Things get even worse on the PSP version 
of the game. Not because it’s different in any 
noticeable way, but because the characters 
are pretty tiny on the PS2 to begin with, and 
no one thought to zoom the camera in a bit 
on the portable system. The result is that it’s 
very difficult to even see what's happening on 
the screen most of the time, especially when a 
crowd of combatants forms. 

Xiaolin Showdown has the elements of a 
good game, but the execution is so sloppy that 
it ends up falling flat. | Greg Sewart 


lalsnneMmAI@siae\s i 
y-Vou dle) ata ndeal-mie)amaa|-elae(-)eom RO M--1 


Avatar attempts to do something a bit different 
from the standard cartoon action/fighting fare 
by presenting the story of Aang and his friends 
as a top-down action game with RPG ele- 
ments, kind of like Activision's Marvel: Ultimate 
Alliance. 

The areas you ll traverse are sort of open- 
ended, which is a nice touch. Defeating 
enemies gains you points, which can be spent 
on earning up to four different special moves 
per character, of which there are also four. 
Because of all of this, the game starts out 
really strong. 

But then you earn those four moves per 
character fairly early on in the game, and you 
discover that the four different characters 
you re playing are pretty much interchange- 
able, kind of defeating the whole purpose of a 
party system. And from that point on, the game 
just starts to grind. 

Perhaps the biggest bummer, though, is 
that the game doesn't include any multiplayer 
co-op option. This would be the perfect title to 
fight through with a friend, but unfortunately, 
you ll have to go it alone. 

The PSP version plays pretty much the 
same, with a few slight differences. First of all, 
your party is restricted to two players [out of a 
possible four), and your special abilities are all 
available from the start, though you can still 
upgrade them based on experience gained. 

Even more problems plague the portable 
Avatar, though. Most irritating of these is the 
long, frequent load times one has to suf- 
fer through while exploring the game world. 
Apparently the wide-open world idea doesn’t 
work so well on the PSP, and so it’s been 
broken down into much smaller chunks, each 
of which has to be loaded as you explore. It’s 
annoying and actually a little disorienting, 
making It easy to get lost. 

Avatar shows flashes of brilliance at first, 
but sadly those don't last long enough to sus- 
tain the entire game. | Greg Sewart 


hy PSe 
The Legend of Spyro: 


Spyro’s been through s: 
the ee 2. 


me rough times on 
endian off a string of hit 

ye PS1 to nothing but generic junk 
2. on while A New Beginning repre- 
S Vivendi Universal's first stab at rekindling 
the Spyro fire—they obviously spent money on 
this one, as Is evident by a cast that includes 
Gary Oldman and Elijah Wood—the game does 
little to reverse the downward slide the fran- 
chise has been on over the past couple years. 

The Legend of Spyro is an ambitious game, 
featuring giant—if clichéd—levels, a pseudo- 
RPG leveling system, and an epic etary But it’s 
all so horribly generic at the same time. For 
example, the levels aren't big In a good way. 
Move to one area, fight waves of enemies that 
seem to spawn forever with Spyro’s very lim- 
ited fighting ability, wrestle with the camera a 
bit, move on, and do it all over again. 

And the platforming elements aren't much 
better. In fact, they re downright confusing 
after you ve gone through the first horribly 
mundane aerial shooter level in the game. So 
let me get this straight...Spyro can fly between 
two different places that are miles apart, but 
he cant flap those little wings to get over a 
small gap within another level or save himself 
from falling to his doom when he does try to 
make a large-ish leap? 

The voice acting, while good, is hampered 
by a plodding script. The comic relief, provided 
by David Spade, Is * off at the knees thanks 
to the E rating, and the characters have a ten- 
dency to overexplain everything. The cinemas 
move along about as slowly s the rest of the 
game. It gets annoying ers a very short time. 

Spyro iS a case of overdesign. Just about 

everything that has worked tn other recent 
action-platformers is here in some form. 
The mechanics just don't come together well 
enough to form a cohesive experience, often- 
times getting in the way of each other (such as 
the whole flying/not being able to fly situation). 
A New Beginning is a step in the right direc- 
tion, but Spyro still has a long way to go before 
being good” again. | Greg Sewart 
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VERDICT Better than the last couple of Spyro 
games, but that’s not really a glowing rec- 
ommendation. 


score 
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GLORY DAYS 


It's almost hard to 
believe that eight 
years ago Spyro 
was one of the most 
promising action/ 
platforming series 
on the PlayStation. 
What happened, 

you ask? Well, the 
first three games 
were developed by 
Insomniac Games 
(Ratchet & Clank, 
Resistance). Then 
Vivendi Universal 
took over the license 
and everything went 
to pot. Draw your 
own conclusions. 


MOUTHS OF 
BABES 


Just as series 
creator Charles M. 
Schulz insisted that 
children voice the 
animated Peanuts 
gang on his TV spe- 
cials (e.g., A Charlie 
Brown Christmas), 
Namco Bandai has 
used children to 
voice the gang in 
Snoopy vs. The Red 
Baron. The result is 
the same as those 
venerable television 
specials—somewhat 
stuttering delivery 
that feels and sounds 
completely authentic. 
It's a nice touch. 


a PS2/PSP 


Snoopy vs. the Red Baron 


| QUO. Namco Bandai Games Dev. Smart Bomb 


@S0 £)0+ MST $29.99 


Could this be the perfect kids’ license? The 
Peanuts gang Is cute and cuddly enough for 
any little one to immediately love them, while 
parents probably grew up reading Charles 
Schulz’s comic strips. And the game focuses 
on one of the most enduring images of the 
strip—Snoopy sitting atop his doghouse as the 
famous World War | flying ace, locked in com- 
bat with the nefarious Red Baron. 
But parents shouldn't worry about the vio- 
lence quotient. Even though the game involves 
shooting down enemy planes, the pilots will 
parachute to safety 100 percent of the time and 
most of the weapons are of the firecracker/ 
potato-launcher variety. After all, this is taking 
place within a beagles overactive imagination. 
The dog fighting action [pun intended] is 
solid in Snoopy’s game. The controls are smart 
and simple, no requiring any arcane lock-on 
setup or weapon micromanagement. Snoopy's 
Sopwith Camel can turn on a dime, speed up 
and slow down pretty much at will, and is gen- 
erally a joy to fly. Even the various objectives 
are simple to understand. 
The visuals, for the most part, get the job 
done nicely, too. These are fantasy worlds, 
ut you ll see familiar landmarks all over the 
place—like the Eiffel Tower in the opening 
levels and such. Snoopy and his pal Woodstock 
also look great, though the rest of the Peanuts 
gang looks frightening in full 3D. Thankfully 
most interactions with Lucy, Charlie Brown, 
Linus, et cetera are done through 2D overlays. 
| only have one nn problem with the game, 
and that's the wildly spiking difficulty level. 
From one mission to the next, the difficulty 
goes all over the place. The game Is much too 
hard for a younger player to get through, but 
still doesn't offer the challenge required for 
an older gamer to enjoy the entire experience. 
So yeah, if your kids are gonna play this, make 
Sure you play it with them. 
And you dont even need to tie up the family 
television to do it. Snoopy on the PSP is pretty 
much the exact same game, with all the same 
features. | Greg Sewart 
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VERDICT Great aerial combat with kid- 
friendly content and controls. The Peanuts 
gang is lookin’ great. 
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Disney’s Chicken Little: 
Ace in Action 


| OUD. Buena Vista Games Dev. Avalance 
@Sr0 £10+ MSO $29.99 


Don’t expect to play as Chicken or his pals in 


this neat little action game. In his own words, 
“It’s the game loosely based on the movie that 
was even more loosely based on our yes” 

Basically, it's an excuse to license a decen 


original action game. Ace in Action features 


a 


three different play styles— “flight s shooter, 
tank ner o anti on-foot action/platformer. 
They're all solid and they're “ fun, with just 
the inne difficulty ve for the younger set, 
while on uring € ough challenge and mass 
destruction to keep the parents’ inte , Pu 
the commentary from et Chicken L atte Cé ~~ 
as eke “play” the game keeps the mood nice 
and light. | Greg Sewart 
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The Grim Adventures of 
Billy & Mandy 


| QUO. Midway Dev. High v 
eso E 10+ MSrp $29.99 


At first glance, Billy & Mandy looks like yet 


another of those endless anime-inspired 3D 
fighting games from Bandai, albeit with bet- 
ter graphics. However, diving deeper into the 
bizarre mayhem that is Billy and Mandy's world 
uncovers a Surprisingly enjoyable homage to 
the Power Stone games for the Dreamcast and, 
more recently, the PSP. This is a kids game, 


of course, so dont expect a lot of depth. But it 
Stays interesting thanks to the arenas, which 


are constantly changing—for example, destroy 
too many columns in the Egypt level and the 
whole place comes crashing down around our 
fighters. Definitely a good time for the elemen- 
tary-school set. | Greg Sewart 


score 


3/10 


-1UP.COM 89 


{ OVIOVVS GANGS 


y 


yy FEVIEWS 


Grand Theft Auto: V 


Pushing the limits of the PSP even further 


Rockstar Rockstar 


mM $39.99 


Vice City Stories impresses in much the same 
way that last year’s Liberty City Stories did. 
It's jaw-dropping to consider that an experi- 
ence like this has been squeezed down to fit 
onto a handheld platform. Before we tackle all 
the good stuff that justifies the sizeable score 
at the bottom of the page though, we need 

to talk about what hasn't been addressed: 
the controls. It's shocking that Rockstar is 

so steadfast when it comes to something 

that endures such derision every year. While 
there's probably ample evidence that tweaks 
have been made, broadly speaking it’s still 
the same haphazard lock-on mechanic that 
we've bitched about {but grudgingly tolerated] 
for years. As ever, it doesn’t ruin the overall 
experience—but it’s still a frustrating com- 
bination of game and hardware conspiring 
against you. 

What of the improvements though? Most 
significant Is probably that the presentation is 
even better. The graphics are more detailed, 
the draw distance noticeably enhanced, the 
animation better, the soundtrack superior, 
and the voice acting more prolific. Whereas 
LCS was a chopped-up, more easily consum- 
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able series of mini-experiences, VCS sees a 
return to a more natural-feeling flow from 
objective to objective, although with this 
comes the added frustration of having to go 
all the way back to the beginning of some- 
thing more convoluted If you fail. 

There are more vehicles this time, includ- 
ing helicopters, motorcycles, and Jet Skis, 
and more side quests and minigames that 
nake the basic taxi-driver stuff look like a 
Shallow afterthought. Running alongside the 
main storyline is an empire-building ele- 
nent that allows you to purchase and run 
businesses, much as you did in the original 
Vice City. Wholesome activities like prostitu- 
tion, drug trafficking, and smuggling can be 
managed to boost your income, and these 
businesses also prompt additional side mis- 
sions that 


> 
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take you on further diversions 
from the core story. In short, there’s a lot of 
value to this game, thanks to the volume of 
gameplay on offer, and it’s all supplemented 
with friendlier features that you'll instantly 
wish were in all GIA games. If you get killed, 
you have the option to purchase your weap- 
ons back, and the trip skip from San Andreas 


ce Cify siories 


makes a welcome return, too. 

Those of you who tried the multiplayer 
modes in LCS will be disappointed to learn 
hat those offered here are no better. While 
Ne ideas are certainly imaginative, the game 
tends to use the scale of the city too much, 
and it results in up to six people grudgingly 
traversing huge areas of the map to complete 
objectives. In short, it seems like just an 
afterthought. Again. 

Like last year’s game, VCS impresses 
like few other games on PSP. While it’s not 
perfect, the value it represents and the 
quality of the story and execution outweigh 
the problems that the franchise still suffers 
from. | John Davison 
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A refinement and expansion of last 
years game, now with Phil Collins tunes. 
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Our favorite spikey-haired blue hedgehog Is back anc oribe them with when you can no longer handle the 
going through some kind of inferiority complex. He's frustrations alone 


challenging all the other loveable characters, such as The booby traps and other platformer obstacles 5 % 


Knuckles and Shadow, to a showdown to prove once are teeth-grindingly aggravating when you need to 
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Real World Education 


It lL all seem familiar at first and have you smiling some power-ups and hit them with the elements like 
| Captain Planet [burn them, make their screen look 

-y}, but you'll be too focused on not falling into 

s. And it’s not like you ll be jumping a 1d the is school of 

en in Sonic Rivals. C S c¢ 

d the right button on my PSP because 
be pressing a majority of the time. | 

C st memorizing the stage. Afterwards, 
you made it ac the dangerous you get a boss fight. And you ll clap when you see « 

; ‘ode companion helping you defeat it. However, t 
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Us. Navy SEALS Fireteam Bravo 2 


Precise, careful changes create an even better SOCOM 


| SCEAI Zipper Interactive 
i $39.99 


Take a lesson from Zipper in how to create a 
sequel. For Fireteam Bravo 2, the developer 
took the core of Fireteam Bravo, added and 
corrected some things, and then carefully 
didn t screw anything up. It may not bea 
revolutionary set of changes, but the first title 
didn't need a revolution. 

The single-player campaign is entertaining 
Tom Clancy-style stuff, with missions still 
planned out so you can finish a few ona 
long bus ride. It adds Command Equity (CE) 
and Local Influence (LI) rewards for playing 
certain ways. Fulfilling objectives and playing 
well earns CE, while focusing on nonlethal 
takedowns and saving hostages grants LI. 

You can spend CE to unlock single-player 
weapons, gear, airstrikes, and resupplies, but 
you also spend them to unlock customization 
options in multiplayer. LI lets you access 
things like repeating crossbows and helpful 
(not critical, but helpful) intel as the locals 
come to trust you. These work so well 
because they reward you for playing the way 
you like, and you get better at playing that 
way. LI gear tends to be sneaky, while CE 
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grants airstrikes and grenades. 

Though customization of the interface 
would have been an awesome change, Zipper 
has inserted a quick-turn button to the mix. 
While this is of moderate value in the single- 
player, in multiplayer it's huge. Multiplayer 
has added some maps, some modes, but 
most importantly, is still a huge ad-hoc or 
infrastructure mess of fun. Game sharing is 
included, so friends get a chance to dive in 
for free. 

This title raises the bar for quality and 
polish for games on the PSP today. Another 
incremental sequel wont be as welcome a 
year from now, but Fireteam Bravo 2 just plain 
KICKS ass. 


VERDICT Until we see a well-executed Half- 
Life on the PSP, this is the bar to aim for. 


HOW TO STAY 
OCCUPIED 


The PSP version 


features extensive 
back-and-forth with 
the PS2 version. 
Make your courses 


Valo melo m'[e]0mmeiar-ladiale 
on the PS2, and then 
compete on your PSP 
as you ride the bus to 
an actual ATV event. 
Where someone will 
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SCEA Climax Studios 
m $39.99 


Pretend this is the first A7V Offroad Fury game 
for your PSP, and you'll be fine. Which should 
be easy—this game Is too good to be related to 
Blazin Trails. The controls feel like they were 
done by the same team that did the rest of the 
series: They re precise, tight, and accurate. 
Handling works well as a result, and your 

input will equal exactly what you want it to 
onscreen—at least within the limits of your abil- 
ity to keep your vehicles on course. The lack of a 
single-player story makes the kitchen-sink-too 
number of events feel disjointed, but they're 
good regardless. In fact, with the track tuning 
for PSP-sized bites, this is Superior to the PS2’s 
current ATV Offroad Fury 4. | Patrick Joynt 


Need for Speed Carbon: 
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EA Canada 
$39.99 


| EA Games 
E 10+ 


Every NFS game thus far on the PSP has 
looked and felt pretty much the same and none 
of them were all that good. Thankfully, Own 

the City breaks that cycle, if only a little bit. 

The game introduces a few bits featured in the 
console versions in the form of wingmen” that 
you can take into certain races with you to per- 
form various tasks such as blocking or taking 
out other drivers. It also features what looks 
like a new—or at least overhauled—graphics 
and physics engine. This is the most fun game 
in the PSP series purely from a control and 
competition standpoint, and it’s overall a step 
in the right direction for a series that has been 
stuck in a major rut. | Greg Sewart 
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Snakes on a Plane, as you all no doubt know 
by now, was the film that teh Intarweebs went 
totally nuts for, on the basis of the title and 
the fact that Samuel L. Jackson was the star. 
“Snakes on a Plane! That's hilarious!” said 
teh Intarweebs, and spent several months 
amusing itself with various fake trailers on 
YouTube, making Photoshopped pictures of 
snakes on other unlikely conveyances and hav- 
ing fake Jacksons say that they wanted those 
motherf***ing snakes off the motherf***ing 
plane. New Line Pictures, thrilled at all the 
enthusiasm, actually paid for additional shoot- 
ing so that the real Sam Jackson could say that 
line. Because teh Intarweebs demanded it! 
Nave mi aat-1amme) o-saliave Ms i-1-1,¢-101¢ mo- [hale Lale| 


Snakes on a Plane made a really underwhelming 


$14 million on its way to a $33 million overall 
box office. And the movie studio people were 
asking, But what about teh Intarweebs? Why 
didn't it come out to the movie theaters after 
all we did for it?” The response: Silly movie 
studios! Teh Intarweebs didn't actually care 
about the movie. It was never about the movie. 


say OOM Relalvelny 


Teh Intarweebs only cares about amusing itself. 
And anyway, what? You expect teh Intarweebs 
to leave the house? That's just crazy talk. The 
lesson for movie marketers: Don't trust teh 
Intarweebs to get butts in theater seats. It ain't 
fefedalat-Imar-] °) o-108 

Lost in all this drama—naturally—was the 
film itself, which is what it always really was: a 
slam-bam, unpretentious late-summer screen 
filler with just enough Samuel L. Jackson to 
make it move along tolerably. It's maybe just 
a little smarter than you would have expected, 
but only a little. As Jackson himself said at the 
beginning of all the insanity, the title says it all. 
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do, it’s a pretty decent time-waster. Too bad teh 
Intarweebs missed it. 
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by John Scalzi 


Rloltolam.)(elialelaammalss\arslanle| si 


Like Jean Claude Van Damme and Chuck 
Norris before him, Jason Statham has 
become the go-to guy for second-tier 
action goodness, the sort of films that get 
lnat-le(-Mm cola] olel0l @- Mm daliae Me) Mm dal-Metes-) are) ma-T-| | 
action films. Crank is classic Statham: fast- 
alo) diate Wmr-(oad(olabagidc-re mm €-lge(-1\ ma lol(e0] (ol Ute 
and a hell of a lot of fun to watch. And it 
even has a bit of style, which is more than 
Van Damme or Norris ever managed. 
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Doctor Who: [he Complete 
second Series 


The Doctor has been regenerated yet 

Tere T 1a (-\-M al MMe] 0] (Ml CoM-Yo da(-Ml =] =] OM at- (ore) 
convenient excuse for dropping new actors 
into the role who look nothing like the old 
actors], and this time the Doctor is younger 
than | am. | want to kill myself. Old fans 
can geek out to the return of the Cyber- 
men; new fans are reminded that Billie 
Piper is damn hot. Everyone wins. 
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Flyboys 


James Franco, Jean Reno 


This vaguely historical film focuses on the 
American pilots who flew for the French 
before the U.S. entered World War-.|, which 
ensures that the filmmakers can play with 
history all they want since no one remem- 
bers anything about WWI anyway. The main 
draw: spectacular dogfight scenes with 
computer-generated biplanes and blimps; 
if you come out of this thinking, “That'd 
make a great PS3 game,” you're not alone. 
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Gridiron Gang 


Dwayne “The Rock” Johnson, Xzibit 


The Rock is getting serious about the act- 
ing thing—you can tell because he’s start- 
ing to use his own name in films. And good 
for him. He’s been in some lousy films, but 
Johnson's got presence, and as the coach 
who inspires a bunch of juvenile-detention 
losers to play football, he basically drags 
the film into the end zone. Without him, 
this is bland inspirational sports crap. With 
him, it’s mildly interesting. 
score 
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Idiocracy 
Luke Wilson, Maya Rudolph 


Poor Mike Judge. It seems like his films 
are destined to become cult hits on DVD, 

if only because they hardly get released in 
the theaters. This witheringly funny satire 
about an average guy being unfrozen ina 
future in which everyone is a moron was 
held up for release for two years and then 
dumped in just a handful of theaters. Looks 
like some movie studio execs will be amply 
represented in the future is all I'm saying. 
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The Illusionist 


Edward Norton, Jessica Bie! 


The neatest illusion in this flick about 

a 19th-century Viennese magician who 
spooks the heir to the Hapsburg throne 

is that it convinces you Jessica Biel might 
Toa der-] val ol -mer-) of-] 0) (me) M-leidlale mm MaloMeldal-1g 
stars in the film—aside from Norton 
there's Paul Giamatti and Rufus Sewell— 
are not at all hard to believe in this regard. 
But Biel, star of Blade: Trinity and Stealth? 
That's a nice trick. I'd like to see it again. 


score 75 


The Texas Chainsaw — 
Massacre: |e Beginning 
Owen Wilson, Matt Dillon 


The whole Chainsaw Massacre thing is so 
played out that the filmmakers were pretty 
aalUcolam aster a-temcomanl-1.¢-manlice-m o)a-10[0(-1 6 
because that’s the only way they could be 
assured their characters didn’t know any- 
thing about the southern-fried psychopaths. 
Alas, the rest of us don’t have that luxury. If 
you re coming for is the gore, you'll be fine. 
If you want anything else, move along. 
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Cheats 


Walkthoughs 
Videos 
Screenshots 
News 
Reviews 
Previews 
Forums 
Blogs 


Welcome to GAZERK: 


the Web's only search engine dedicated 
to finding videogame content! 


When you search, GAZERK automatically 
arranges the results into the categories you 
most need, such as screens, videos, news, 
reviews and previews. 


With GAZERK, you find what you want-fast! 


www.cgazerk.com 
Just what you were looking for. 


STATS TERI REN NEM, 


33 
a 
: 
7a 
a 

4 

| 
4] 
f ; 

4 

| 

se | 
“4 
i 

BY 
‘a 
‘gt 


SES 


PashReaee RSET ET TESS 


Revving up The PlayStation wayboack machine 


The time Is right to start shopping for that HDTV you've 
been thinking about. We ll tell you what to look for. 
Before Lair there was Drakengaard...which sucked. But before 
that was Drakan: The Ancients’ Gates, which didn't! 


s- VOUS FICST TIME 
His name is Jason Mewes, but you probably know him better as just 
“Jay.” Find out how Silent Bob’s hetero lifemate got into gaming. 


foe V Mil) kere) mers 


Let's face it: The PlayStation 3 is half-wasted hardware 
if It's not connected to a high-definition display. But un- 
til recently, most of us haven't been able to afford the 
astronomical prices that come along with HDTV. Thank- 
fully, all that’s changing. 

Now is the best time yet to buy an HDTV. Prices are 
affordable to mere mortals, and fierce competition 
among manufacturers—as well as a little prodding 
from Congress—has resulted in a wide selection of dis- 
plays that deliver high-definition enjoyment in a variety 
of styles to suit any taste. 

Let's start with the basics: With HDTVs, image quality 
is what separates the average from the amazing. With 
the lifespan of some of today’s televisions measured in 
decades, choosing the right HDTV becomes even more 
important, as you may very well be staring at it for a 
long time. Fortunately, understanding your needs and 
what to look for in an HDTV will simplify your decision. 

In this story, we include essential information about 
the HDTVs we've recently reviewed {page 100]. You'll 
find the complete reviews 
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and many more of them—at 


go.pcmag.com/HDTVs, along with tips to help you make 
the right buying decision and links to tons more HDTV 
information. 


FROM ANALOG TO DIGITAL TV 
Although HD was originally demonstrated as an analog 
technology, nowadays, high-definition television is digi- 
tal television, albeit the best-looking parts. The digital 
television [DTV] standard developed by the Advanced 
Television Systems Committee lists numerous stan- 
dard and high-definition video formats that all HDTVs 
must be able to process and properly display. 

Here in the U.S., Congress passed a law marking Feb- 
ruary 17, 2009 as the cutoff date for analog broadcast 


ming via cable or satellite service, and these providers 
(satellite in particular) are well on their way toward all- 
digital distribution. That said, broadcast {or terrestrial] 
DIV does offer several important advantages over the 
analog system it will replace: higher quality and im- 
proved efficiency while remaining free of charge. 

Keep in mind that DTV doesn’t automatically equal 


CIMe IS 


By Robert Heron 


HDTV. A digital broadcaster may use the same band- 
width that a single analog channel occupied to provide 
multiple channels of standard-definition programming. 
Or a broadcaster might use that same bandwidth to de- 
liver a Single high-quality HD channel complete with 5.1 
Dolby Digital audio. While we don’t know anyone who 
still uses an antenna to receive analog TV, there are 
many people using antennae to access terrestrial DTV: 
At last count, there were more than 1,500 DTV stations 


broadcasting locally in cities across the country. 


YOUR FAVORITE SHOWS, NOW IN 
HIGH-DEF 

In addition to the growing geographical coverage of ter- 
restrial DIV, cable and satellite providers continue to 
expand their offerings of HD programming. Digital vid- 


eo recorders such as the TiVo Series3 and other set-top 
boxes let cable subscribers time-shift HD programs, 
and the satellite television providers are several gen- 
erations into their offerings of HD DVR hardware. 

PCs factor in as well. Computers have long been ca- 
pable of HD resolutions, and home-theater PCs contin- 
ue to evolve from their hobbyist beginnings into power- 
ful multimedia platforms that aim for easy integration 
into your HD family room. 

Perhaps the most important new sources of HD con- 
tent to arrive on the scene this year are the Toshiba- 
backed HD-DVD and Sony-backed Blu-ray disc formats. 
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While both formats share many technica ss, The downsides of CRT-based HDTVs are size and provides the right video are and enough of them to 


A 36-inch tube-based HDTV can weigh over 200 ensure t 
an takes up a LOT of space. This is where es. The two 
they re designed to replace. guid-crystal d splays become the next best HDTV with high-definiti 
These high-definition disc formats represent the choice. Available in sizes from sub-13-inch to ee Componen video IS 
highest-quality HD video sources available to consum- behemoths, LCD TVs 40 inches and smaller 1 epresent on many progressive-scan 
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yicture di lality with a variety of sourc- 
associated 
and HDMI. 


available 
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) | and videogame 
ip to six-times the resolution of DVD video and up'_— the best value. LCD TVs’ bright picture and antireflective consoles [including even Hie enerable PS2). So aside 


ce affe Ing 


o three times the data per second of cable or satel- screens are ideal for areas where sunlight Is a factor. from your PS3 and any ation: Source dev 
Ys—numbers critical for maintaining For screens larger tha 


n 40 inches, plasma display ange tal video output such as HDM 
high image quality with complex video content. Even panels are a better flat-panel value, especially among video connection is the way to go. 
with significant early-adoption hurdles, HD-DVD and the common 42-inch and 50-inch sizes. Even better, 


or DVI, a compor vent 


Blu-ray stand poised to become the new standard for the intense competition among plasma-display manu- 
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video. facturers has resulted in lower prices, better picture 
; —and that means ear- 


BUYING AN HDTV _ problems like short lifespans are a 
With so many HDTVs to choose from, selecting the best — thin af of the past. Nowadays, most HD 
one may seem like a daunting task, but we have some High-definition video makes any HDTV look its best, 
Suggestions that will narrow the contenders to aman- but 12-1 nch HD plasmas are among our favorites for 

able few. Ultimately, screen size and your budget watching DVD movies. Some 50-inch models cost half 


will determine the right display technology for you. what they did a year or two ago, but the largest models 


After that, you can focus on what constitutes a 


picture and decide if the model you are conside ring ap- Inch for inch, rear-projection _televisior ns offer the 
9 your sense of style e the chart on page 102 best value in big screen HDTVs. Common RPTV screen 

sizes start at 42 inches and top T, at over 70. They ALL YOU NEED TO KNOW ABOUT 
es up to 36 Inches, CRIs cant match the viewing angles of plasma displays, but RESOLUTION 


~ buck. CRT remains the with proper placement and seating position, RPTVs im- One often-confusing aspect of HDTV technology !s res- 
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HDTVs 1) depth 


PRODUCT Price Rating Pros Noteworthy 


Sharp AQUOS LC- $1,100 Best-looking picture No dedicated-PC Adjustable backlight makes it easy go.pcmag. 
32D40U street 4.5 | we've seen froma iilen ianuts to optimize picture for room-light- com/32d40u 
32-inch LCD HDTV. = ing conditions. 
3 Effective video pro- ) 
Westinghouse LTV- cessor helps keep Limited color con- re fom olelgat-lemeelan 
32w3 HD $850 street 5 artifacts to a mini- trols. Improved rempte:contrpl. ltv32w3 
mum. 


Detailed 1080p 
imagery with lots of 
1080p-ready inputs. 


$1,200 A solid HDTV at a Single digital video Impressive color and viewing efom eletnar-lemeel nay 
ViewSonic N3760w : good price. input is limiting. angles for a value-priced HDTV. n3760w 


Superb SD/HD imag- SE oeNe 
Sony Bravia KDL- Single digital-video . go.pcmag.com/ 
V40XBR1 ee input is limiting. Customizable menu system. bravia40 


Westinghouse LVM- 
ANA 


Color could have A great value for a 42-inch 1080p go.pcmag.com/ 
been better. flat-panel display. lvm42w2 


: = Limited picture One of the least-expensive 37-inch 
oe apes es controls and a weak 1080p HDTVs. (Seen in stores for 
P video processor. under $1,000.) 


go.pcmag.com/ 


Sceptre X37SV-Naga sceptrex37 


Below-average per- 
Philips 42PF9831D/37 Excellent clarity with formance with SD MiCelaldiare my e-1c-1nnm-lelm mele lace t-melt-y el k= yy go.pcmag.com/ 
Flat HDTV i : fast-moving imagery. | video. Black levels a with complementary colors. PhilipsFlathdtv 
elim elem elalelaia 


Pes Professional : 
NEC 42XR4 Beautiful image sdabatladink feter- Display only—stand or speakers go.pcmag.com/ 


quality. sncrilet: FT sme) o) de) ar 1 nec42xr4 


Pleasing, natural Odd HDMI/compo- 
Pioneer PDP-5060HD imagery. Good- nent video input 
sounding speakers. “sharing.” 


A great price for a Improper image Sue 
Vizio P50 HDM good-looking 50-inch | scaling with 1080i ee eae sores cn! 
plasma display. content. ene P si 


Impressive picture PC input (VGA) 
ee $3.59 list and sound qual- doesn’t support All AV connections are accessible go.pcmag.com/ 


i input via 1080p resolution. from the front of the TV. md5880n 


External “media receiver” places (oTom oLetaat-le 
AV connections near components. com/5060hd 


Front-projector 


Native SXGA+ reso- 
LCoS technology tution (1400 x 1050) One of the few front-projectors 


provides excellent ; with neither a rainbow effect nor a 
brightness and color. a scaling for screen door effect. 


$5,000 


go.pcmag.com/ 
street 


C 
anon Realis SX50 realissx50 


For more HDTV 
reviews online: 


go.pcmag.com/HDTVs 
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Want to hear what our editors are excited 
about before your next issue arrives? 


Tune in to 1UP Radio where the editors of 1UP, Electronic 
Gaming Monthly, Computer Gaming World, and the Official 
U.S. PlayStation Magazine sound off on various topics each 
week. Each episode is filled with juicy tidbits and behind- 
the-scenes info that we couldn't fit in the pages of this 
magazine. 


Log on to http://podcasts.1up.com/ 
and choose your poison: 7 
1UP Yours | : 
EGM Live 
CGW Radio 
RadiOPM 


* Warning: These podcasts are pretty addictive. You should probably subscribe and download 
our podcasts to your MP3 player - then you can take us on the road with you! 
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Display Technology 


Relative Pricing 


Best flat-panel value for 42- 
inch screen sizes and larger. 
We've seen 42-inch HD plas- 
mas in stores for $1,300. 


Best flat-panel value for 
screen sizes under 42 
inches. A few 37-inch LCD 
HDTVs can be had for under 


$1,000. 


Mele) <ialemie)am- Mol 0b aleiamaelei0le 
HDTV for under $5,000? A 
rear-projection TV is the easy 


answer. 


Entry-level 720p projectors 
are now available for under 


of vertical resolution and have a screen with a 16:9 as- 
pect ratio—that is, the picture is a rectangle 16 units 
wide by 9 units high. 

For high-definition video, the two 10Nn for- 
mats are 720p and 1080). The resolution of 720p video 
s 1,280 by 720 pixels, and this format is delivered as 
QO progressively {hence the “p”] scanned frames pe 
second. The resolution of 1080) video is 1,920 by 1 080 
pixels and Is delivered as 60 interlaced [hence the i") 
fields per second [equivalent to 30 frames per a 
The important point to remember is that regardless of 
an HDTV's physical or native” resolution ow many 
discrete pixels the screen provides], any HDTV will dis- 
play a picture when fed a 720p or 

Ideally, the best HDTV image qua 
the resolution of the 


most comr 


10801 video signal. 
lity is achieved when 
source material perfectly match- 


es the resolution of the display device, : Ut in the real 
world, this is rarely the case. Many high-definition LCD 


and plasma displays provide a native aiite of 1,366 
by 768 pixels—slightly greater than 720p resolution but 

only about half of the pixels needed to resolve all of the 
jeiile of 1080i video. Video-processing hardware in- 
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corporated into all 
video 
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HDTV 


Sony Bravia KDL-V40XBR1 


Pros 


Excellent viewing angles. Good for video 
containing fast motion. Good color rep- 
resentation. 


Bright images. Antireflective screen. 
Detailed picture. 


Bright images. Best value among big- 
screen HDTVs. 


Potentially the best home-theater dis- 
play. Essentially unlimited screen size. 


models are pricey. 


elas 


Best-suited for dimly lit 
environments. Best value 
among larger flat-panel 
displays. 


OG) ic-lpMdelemelalelahandelame| | ani 
lit environments. Motion 
smearing and viewing- 
angle issues with some 
models. 


Some designs limit viewing 
angles. 


BYe}am auie)mel-lar-Welelelem-10 [are 
round-sound speaker 
setup. Room consider- 
ations include space and 
ambient lighting. High-end 


Notes 


Sizes range from 37 inches 
to 103 inches. 


Expensive technology when 
considering 50-inch-and- 
larger screens. 


Some LCoS-based TVs 
are the new reference 
standard. 


When properly configured, 
a quality front-projection 
setup provides the most 
impressive and immersive 
HD experience. 


| HDTVs stretches or decimates the that being pumped out by many PS3 games and Blu-ray 

eded to make it fit the screen. Also, most movies. With true 1080p, the additional pixels help cre- 

today are progressive-scan displays ate a smoother picture that looks better even if you're 

hat automatically convert ot vag ars interlaced vid- just a few feet in front of the screen. The rule of thumb 
4801 or 1080) into the display’s progressive is that 1080p resolution is a must for screens larger 


eo such as 
format. Of co 
this important conversion has a direct 


ourse, how wella 
f impact o 


image quality. 


for 
have also introd 
Inches and 65 | 
resolution is a good match for 108C 
they really shine 


High-defin 
resolution [’ O 
zes Starting at 37 inches 
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ition 


that provide 
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than 50 inc 


all to sit fairly 


hes. At 50 in 
close to note “ie appreciable improvements 


ches or smaller, you would need 


the extra nixels would offe 


YOUR BOTTOM LINE 


Truth is, the 
about high- 
glut 
too 
that 


bixels} are now availab r in extensive on 
for LUD TVs m1 42 es much of th 
on televisions. Pioneer 2 ine sonic path to eli ine 4 
iced 1080p plasma dis ies eal at50 = your wallet. 
nches respectively. A display with 1080p 
Oi video sources, but 


res almost too much Informatior 


This story, 


e HDIV pic cture, or 


nN out there 


def television. im not unlike the information 
that accompanied the ea 
many options, and no ¢ — 
‘Ss best for you. 
line review 


ly days of consumer PCs: 
ear winner—only the option 
along with PC Magazine's 
resources, should clear up 
at least set you on the 
right decision for your space and 
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games for the shiny new 
PlayStation 3 is Lair. Aerial dogfighting upon the back of 
Mel gle Lol aM [erim Cele) cm Lalo mfel Ol aleL-MU-\ Vm Cole M ecole) OM =S-y ol Tol F100 
since it’s crafted by none other than Factor 5, the folks 
behind the spectacular Star Wars: Rogue Squadron series 
on Nintendo’s N64 and GameCube consoles. 

But this isn’t entirely virgin territory for the PlaySta- 
tion family. In fact, a more ambitious—and surprisingly 
decent—dragon-rider game was released back in 2002. 
Drakan: The Ancients’ Gates was a pseudo-free-roaming 
adventure game that saw its main character, Rynn, on 


a quest to release the captive Spirit Dragons to save the 
oN Tare mu celmce me) m Bl e-| ¢-10 


To do so, she could buy various types of weapons [all 
of which built up particular skill points as Rynn used 


them) and tackle evil imps, orcs, and various other mys- 
fot] ol x -¥-] C0] eS Mel am (ole) om Mal -War-lale ca cenaat-lale Mee) an) of] a 7-1 
decent enough, if a bit dated by today’s standards, what 
with almost nonexistent camera controls and a “tank” 
interface for our hero. Basically, the on-foot stuff looked 
and felt like an open-world Tomb Raider game, right down 
to the svelte female protagonist. And we mean that in a 
good way. 

To cross greater distances, or to fight off other air- 
borne enemies, Rynn hops on dragon Arokh’s back and 
takes to the skies. As our original review read; “[The 
fol ar-Te Lola leit ate MICH Mi c-lale-1-14 (oa Of-1mc-11a1 \YM ale) al ol-tm (-Toi am -S- olee 
cially when right near the ground, but the controls are 
solid and versatile, and the whole experience seems 
appropriately majestic. It’s exactly how | would have pic- 
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tured dragon riding back in my trashy fantasy-novel days.” 
Drakan has a sort of PC RPG feel, along the same vein 
as something like The Elder Scrolls IV: Oblivion or the 
Ultima series. Though you're much more constricted in 
regards to the main quest, side quests abound as you 
explore every nook and cranny of each new area, talking 
to whomever you can find. The illusion of total freedom 
within the game world is really convincing, especially for a 
console game this long in the tooth. 3 
Still, if you're jonesing for a bit of virtual dragon flight 
and the wait for Lair’s 2007 release is totally unbearable, 
finding a copy of this forgotten gem in the bargain bin 
may be just what you need. Drakan is showing its age, but 
if you look past the rusty veneer, you'll find an enjoyable 
little game. 


When he's not trying to reclaim his vanished youth with 
obsolete games, Jeremy works as 1UP.com’s features 
editor and charming mascot. Check out his blog at 
toastyfrog.1UP.com. 
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s the Last Big Thing for the PlayStation 2. It’s a fine 
way to iri the end of the system's six-year run and the thousands 
of games to which it has played host. Sure, there'll be other worth- 
while PS2 games over the coming year—Rogue Galaxy, Dawn of Mana 
God of War !i—but FFXI/ squeaked in just before the PlayStation 3 
arrived. It’s, you know, symbolic. 

And a wholly appropriate symbol at that. The Final Fantasy series 
has been a major factor in the success of Sony's console line. It's 
ToM ote] aTetlel-talet-M dal-] an tal eon Mn) 40) Cole l-Ye Male) alat-] elo adat-Mtlaal-Maal-1alailpr-)| 
Fantasy VII arrived. 

FFVII was a landmark in many respects. It got Americans hooked 
on console RPGs. It pioneered the seamless integration of game- 
play and FMV, too. No more washed-up TV stars stumbling through 
cheap Z-movie-grade footage—the moment that train pulled up to 
the reactor station in Midgar and Cloud Strife hopped off was the 
moment that everyone suddenly realized, “Hey, there’s more to the 
CD format than cheesy arrangements and bad Siliwood flicks!” Cin- 
ematic games didn’t have to forsake their intrinsic, uh, gameness. 

But for a lot of gamers, FFVI/'s true significance was that it was a 
PlayStation title. For years, Square and Nintendo had been insepa- 
rable. Adventure-loving gamers favored the Super NES over Sega's 
Genesis simply because it was the only place to find games like 
Secret of Mana and Chrono Trigger. And Nintendo had published the 


i: 


Getty Images 


original Final Fantasy in America. The last major SNES game was 
Square's Super Mario RPG. 

So the fact that FFV// appeared on Sony's console rather than 
Nintendo’s meant something was amiss. After all, we'd all seen 
are] a] Be (-tanteMdat-late|-Yelfeitcte Meal al-le-loit-lectinelaa alle eyi Fantasy VI beating 

up monsters in real time—a demo that was supposed to have been 
fast-fo od joint for hours on end proof-of-concept for a Nintendo 64-based Final Fantasy. But there 
od with a monkey, trying to stop was Cloud Strife, in cahoots with the Bandicoot. 

The obvious explanation, of course, was that the Nintendo 64's 
cartridge format simply couldn’t contain all the FMV data that games 
like FFVI/ required. Square's designers were said to have been deeply 
frustrated late in the Super Nintendo's lifecycle, since the limited 
} fo} gle [-Mor-] of Tel] Varo) mor-] a tol u- lanl el-to Mm dal-1] ame a-t-] le] atoM-lale Mi aat-le(-Mtat-tan 
prohibitively expensive. (Chrono Trigger cost more than $100 in Japan 
at the time of its release.) The cheap, capacious CD format was a 
godsend...even if it did make for some nasty load times. 

But there was more to it than that. The real problem was the Nin- 
tendo had lost touch with what gamers and game designers wanted, 
and when it became clear that the N64 would be at once incred- 

at’s pretty fun. And | | just | played it yet ibly limiting and incredibly expensive, plenty of developers jumped 

| Paul Semel ship. Of course, we at home didn’t really see the behind-the-scenes 
drama or stop to consider the needs of developers. We just knew 
that the best games were showing up on a non-Nintendo system, 
and that didn’t bode well for the N64. Where Final Fantasy goes, so 
go gamers. And for all our misgivings about the PS3, all those FFXII 
variants on their way to Sony's shiny new system can only mean 
good things. | Jeremy Parish 
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IN My Day 


WE lore You ENsoyer your STAY... 


We just got back from a visit fo the PlayStation Store here in san Fran- 
cisco. It's November 16, 2006, a little after noon—less than 12 hours unt 
the PS3 goes on sale. There are some /00 people in line at last count. 
As we walked down the seemingly endless lines, past the sony employ- 
ees handing out tacos, soda, and coffee, through the snantytown at 
the corner of Fourth and Howard, | noticed a sort of subliminal buzzing 
in the air. A new era was about fo begin. 

It reminded me of the morning of June 19, 1997 | was Naving break- 
fast with the rest of the staff of PS.X. at some forgotten hotel in Atlanta, 
getting ready for the first day of my first E3. suddenly one of our supervr 
sors walked in and gave us the news: Affer montns of pitching, we haa 
finally been awarded a PlayStation license. We were about to become 
the official PlayStation magazine in the U.S. (Now if we Could only come 
up with a name....) At that table was the same feeling of excitement 
that | saw in the faces of those camped out on the damp, cold, smelly 
streets of San Francisco. A new Cay was dawning. 

But as in many other parts of life, wnen a new era rises, aN old era 
falls. And progress stops for no man...and no magazine. 

As | look back on the past 112 issues of OPM, | find a great cecal to 
be proud of. There were features that hit all the right notes, layouts 
that fairly leapt off the page, reviews that hit dead-on with precision 
and wit. We championed some underdogs, raised a few hackles, and 
slaughtered a few sacred cows. We yelled at each other a lof, ana 


then made up afterward. We drank a lot of free booze. We made a lot 
of tasteless jokes. We did nothing perfect, but we did a lot right—and 
more importantly, we did a lot we could be proud of. 

But these are just pages in a magazine about videogames. What 
we did over these past nine years wasn't rocket science. Perhaps we 
turned you on to a game you wouldnt have otherwise tried, or warned 
you away from that steaming pile of crap you were about to unwittingly 
soend your hard-earned money on. It's not feeding the poor or Curing 
cancer. But if we brought just a little bit more joy into the world, if we 
\eloed you smile or laugh or just perk Up a little from a bad day—well 
hen, we certainly did our jobs 
Thank you for giving us the opportunity to do that. Although I've 
ost touch with some of these people over the years, I'm fairly certain | 
can speak for Wat, Kraig, John, Tom, Dindo, Dan, Gary, Dana, Bob, Jim, 
Donna, Jason, Tina, Ryan, Alé, Logan, Gary, Dave, Mark, Todd, sam, C- 
Bake, Scooter, and Giancarlo when | say: Thank you for bringing Us into 
your lives, in however small a capacity. And thanks fo you, my Current 
and former colleagues, for your talent, support, friendship, and intellec- 
tual stimulation through my one hundred and twenty-five (!!) deadlines. 

It's been a fun ride, folks. Thanks for riding along. Don't be surprised 
if you see US DOPPINg UP in some of Uncle Ziff's other fine Oublications. 
Until then, allow me to borrow an appropriate line from Roger Zelazny: 

Goodbye and hello, as always. | 
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Jeff Reynolds, 4 student at the 
University of Baltimore, descripes 
the inspiration, process, and 
challenges of developing and 
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university game contest. 
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